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We were lucky enough to get our cover artwork for this issue 
from the guys at Corvus Belli. It’s a picture of the new PanOce- 
ania Cutter for Infinity and you can see more of their cool stuff 
at www.infinitythegame.com 


BATTLE REPORT 
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To start off our battle reports for this issue of Fictional Reality 
we have an offering from the guys over at Alpha Forge Games. 
They have sent us a report of their sci-fi skirmish game, Star 
Mogul, for your reading pleasure. Hope that you enjoy it and 
that maybe it steers you over to their website at 
www.alphaforge.com in search of new figures and rules. 


Mark Theurer, Fictional Reality 


The frontier has placed an “open contract” for an abandoned star 
colony on Nerendra III. In other words, any salvage company is 
free to land, reconnoiter and recover salvage on the planet, and 
sell it back to the FU. This leads to considerable competition 
between rival salvage companies who are looking to secure the 
choicest assets. Skinny Pete operates a salvage company look- 
ing to exploit the ruined facility on Nerendra III. Following a 
quick scan for competitors after entering the system, his com- 
pany salvage star-ship establishes a geosynchronous orbit of the 
colony site and deploys its drop ship. Its leisurely orbital inser- 
tion is interrupted by proximity alarms when a rival drop ship is 
detected streaking in from a salvage ship hidden in a polar orbit. 
The race is on... 


Skinny Pete’s gull winged drop 
ship swept in towards a rela- 
tively clear patch of ground just 
outside the facility. Its pilot, 
relying on years of experience 
gleaned from the Frontier Un- 
ion Defense Forces, hugged 
every ripple and fold in the 
landscape. Thirty seconds from 
the drop zone, he fired a probe 
containing the landing beacon, 
which rocketed out from the 
underside of the ship. If the 
beacon detected any “hostiles” 
in the drop zone, he would have 
only a few seconds to abort the 
drop and turn the ponderous 
ship around. Twenty seconds 
from the drop zone, the pilot 
flared the ship, pitching its nose 
up. The interior rattled as 
breaking rockets fired. Ten 
seconds to landing the back 
hatch opened and the landing 


‘Salvage dog’ 
truck 
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teams prepared to exit the ship. Five more seconds elapsed and 
the red warning lights over the exit doors changed to yellow, 
indicating imminent touch down. Then the ship hit the deck and 
in a blink of an eye the salvage dog skidded out the back ramp. 
The salvage crew ran after it with the demobot waddling along 
to bring up the rear. A crewmember in a heavy HADES battle 
suit leaped out one side of the drop ship and immediately 
brought his minigun to bear, in case they came under unex- 
pected fire from the DZ perimeter. As soon as the demobot 
stepped of the ramp, the drop ship shot straight into the air in a 
vortex of sand and dust. 


The first few minutes were spent unstrapping the salvage dog 
and gathering the teams together. Colony maps (many of them 
hopelessly outdated) were opened and team leaders met to dis- 
cuss possible exploration strategies. The colony, fortunately, 
was rather small and intelligently laid out. Manufacturing was 
concentrated in the center of the site, while residential buildings 
were scattered on the perimeter. All of the buildings showed 
signs of a hasty departure, with doors hanging open and personal 
effects scattered about. The most promising area of exploration 
appeared to be the central manufacturing area, which was lit- 
tered with rusty construction vehicles. Many apparently un- 
touched. This held out promise that the remains had not been 
picked over since the colony was abandoned. 


Just as the teams started forward, a FLASH message appeared 
from the salvage ship. The drop ship of a rival company had 
touched down on the opposite side of the colony complex and 
had disgorged significant personnel and assets. 


one 


This battle report involves two smallish salvage crews — 


SKINNY PETE'S SALVAGE CREW 
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loads of stuff! 


We have finally found new premises. They need a fair bit of work doing to them but once done they should be perfect for a 
couple of years ..providing the guys don't sculpt us out of them! 


Area 51 sculpting competition is well underway with some excellent entries from both amateur and pro sculptors. 
Full details are on the website (http:/www.hasslefreeminiatures.co.uk/roswell.php) but closing date is 8th July so you will need 
to get your green stuff mixed soon! 


Baby White #4 is due mid August and looks to be (so far) a boy ...so Kevs dream of populating the world in his image seems to be 
coming true! HF will carry on running as usual with Debbi taking over many of my roles whilst i get to grips with sleep deprivation! 


The ‘White Metal’ project has taken off with some excellent submissions from sculptors throughout the industry. Updates to this part 
of our website are scheduled for the next few weeks. 


As usual the hotbed of gossip and previews can be found by linking through the website to the 'Forum of Doom' where you get 
more info than i can squeeze onto the website and quite often daily updates with pretty pics from Kevs workbench. 
http://www. heresyminiatures.com/forumofdoom/index.php 


human the other asteroid miners. Both forces are made up from 
around 18,000 credits worth of crew and equipment. The two 
forces are shown in the accompanying pictures along with the 
symbol keys used to represent the various units on the battle 
maps. 


Game objectives: 

1. Collect as many of the available 
salvage counters to be found 
within the playing area as you 
can and sell for a greater 
amount than your opponents. 

2. Cause as much damage to the 
opponent as possible. 

3. Make sure your gains outweigh 
your losses! 


Salvage companies: 

Skinny Pete’s salvage crew 
Newly formed human salvage crew. 
Skinny Pete just bought a new de- 
mobot to help his crew recover sal- 
vage. He’s anxious to make sure it 
doesn’t get whacked by enemy artil- 
lery.... 


‘Tan Hauser Gate’ mining com- 


pany — Led my Maximus Ferus. The Tan Hauser company is on 
hard times, their mining claim has long since ceased yielding 
valuable materials - Maximus needs to pull a good salvage haul 
in order to stop his miners cannibalizing parts from each other to 
stay alive! 


The dice roll result indicates that there are 4 ‘salvage counters’ 
scattered about the playing area. These items of scenery are 
where valuable items may be found by the salvage crews. They 
represent piles of junk, containers old power units or anything 
that might be something of value. 


Turn 1 

Skinny Pete wins the initiative roll so he chooses to set up first. 
As close to as many salvage counters as possible. The asteroid 
miner company sets up 2nd. Each player places their ‘Drop 
Zone Markers’ (DZ marker) no closer than 12” to any salvage 
counter or enemy unit. They then deploy all of their forces 
within 6 inches of the DZ marker. The game starts with Skinny 


Pete having the first go. 

Skinny Pete Turn 1 - After de- 
ploying his entire crew onto the 
planet surface using his drop ship 
Skinny Pete orders his crew to 
head out immediately to the near- 
est salvage counter in the hope 
they can gather something valu- 
able quickly before coming under 
fire from the competition. Left, 
the Salvage Dog truck races 
ahead, closely followed by the 
seven salvage crew on foot. 


On Skinny Pete’s ‘Fog of War’ 
phase the miners are lucky 
enough to get a free move! They 
use it to advance toward a set of 
gas tanks which should house 
something of value. Skinny 
Pete’s crew end their first turn 
advancing frantically toward their 
salvage counter. Nibbs, wearing 
the heavy HADES battle armor 
gets himself into a position to lay 
down some suppression fire at 
long range. He sees some miners and opens fire with his 
minigun but fails his skill roll and doesn’t hit anything. Return 
fire from the miners gets lucky and hits Nibbs twice with small 
arms fire. This, however, just glances off the awesome battle 
armor. Nibbs braces his feet to maintain his balance and then 
continues to advance. Bottom-Left, Nibbs opens fire with the 
minigun. 


Asteroid Miners — Turn 1 

Maximus knows his cybernetically enhanced miners move faster 
than humans. After their dropship touches down on the surface 
he orders them to spread out. Fast movement brings them to a 
pile of junk and a gas tank unit quickly. With judicious use of 
salvage recovery tools, they begin searching 
for valuable equipment. On their first salvage 
recovery roll they get lucky and find 10,000 
credits worth of junk! A useful power source 
perhaps or maybe high pressure containers 
holding a useful and valuable chemical? 


The miners need to get the junk back to their 
DZ in order to get it airlifted. The miner grunts 
load up and prepare to move out. “This could 
be a nice profitable mission after all!” thinks 
Maximus, as he checks the well oiled mecha- 
nism on his assault rifle. On the Fog of War 
roll the miners get another stroke of luck and 
receive TWO free moves! Maximus orders the 
monstrous Cyclops mining machine up front to 
cover the rest of the crew while they concen- 
trate on salvage recovery. 


The heavy firepower of the 75mm infantry 
cannon the Cyclops carries can deal easily with 
anything on the battlefield that might be a 
threat. Including the human’s demobot.. Not 
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As the Cyclops moves 
forward it spies Nibbs 
way off across the field 
advancing in his heavy 
HADES armor. The Cy- 
clops targeting software 
fires up automatically and 
the 75mm cannon barks. 
WHAM! The round hits 
Nibbs but (very luckily!) 
the HADES armor pro- 
tects him yet again. 
Knocked back on his feet, 
Nibbs returns fire with 
the minigun but is too 
shocked to make a good 
aim and misses. The HA- 
DES suit warning lights 
go crazy momentarily 
inside the helmet but then 
subside as the energy is 
dissipated. Nibbs can see 
the suit heat sinks spiking 
on the infomat as he real- 
izes if he doesn’t get 
some backup he’s going 
to be in trouble facing the 
only that, but the clan technicians have welded heavy armor Cyclops on his own. “Nibbs here! I’m under heavy enemy fire 
plates to its chassis in preparation for the mission. Maximus and need some backup now! The situation has just gone way 
feels a cold confidence the humans will be little threat. Above, _ beyond ‘suppression’ fire!” 

miner grunts recover salvage while the Cyclops advances. 


Below, TURN 1 Battlemap 
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Turn2 

The miners have gotten off to a great start! Rapidly finding 
some valuable items near their drop zone and using the Cyclops 
to out-gun the competition is working well for them. Skinny 
Pete is looking worried, if he doesn’t find some salvage soon the 
mission might get too hot to stay around without taking severe 
losses, which could ruin his business venture! (Not to mention 
getting his crew killed.) 


Skinny Pete —- Turn 2 

Tara, one of Pete’s shareholders responds to Nibbs plea for help 
and grabs Bort to accompany her. Bort carries an arclight 
blaster. It means there will be less crew working the nearby sal- 
vage counter. Nevertheless, they both move into position next to 
Nibbs and start firing at the Cyclops. Tara also carries an ar- 
clight blaster, and a long range firefight develops. Unfortu- 
nately, the humans suffer from terrible luck with the dice! The 
first round of fire is over and nobody hit the Cyclops — which 
promptly returns fire at Nibbs, hits him square in the chest and 
this time knocks him on his ass. BOOM! Nibbs loses conscious- 
ness as the HADES suit fails. He’s wounded and needs medical 
attention badly. Unfortunately the nearest medic, Grikk a hy- 
drissian alien (and the 2nd company shareholder) is some way 
off attempting to recover salvage, so help may be sometime 
coming. The 2nd phase of shooting involving Tara and Bort 
firing their arclight blasters has a similar result. The Cyclops 
fires back and poor Tara is turned into dog meat — Nnoooo!! 
Below, the HADES armor gets clobbered! Skinny Pete is 
looking worried. 


Bort finds himself alone in a firefight with the Cyclops, and he’s 
not even wearing heavy armor, OR a safety net! Well, that never 
stopped him from being a crazy hero... Skinny Pete decides to 
spend his last strategy point that turn on shooting at the Cyclops, 
risking everything on destroying it. The one ray of hope is that 
the two company medics, who have just started searching the 
nearby salvage counter, are also now in a position to snipe a 
couple of long shots using some very mediocre small arms. 
Bort grits his teeth and opens fire, knowing that he needs a good 
damage roll, even if he hits the damn thing. He rolls the dice, he 


hits, he rolls the damage dice and gets a good roll! The Cyclops 
armor is beaten by three points — that’s three rolls on the vehicle 
damage table. The first two dice rolls smash off a big chunk of 
the welded armor plating, leaving the Cyclops vulnerable to 
subsequent fire. The third is internal damage! The Cyclops su- 
perstructure is seriously rattled and can’t take another hit like 
that! Now, maybe the two medics, shooting at long distance can 
break through the seriously weakened Cyclops armor and cause 
enough internal damage. The first medic shoots (Yes, its Grikk, 
who is all too aware as he performs this action that Nibbs is 
slowly bleeding to death some way off and needs his help!) and 
scores a hit — and because of the weakened Cyclops armor he 
gets another three rolls on the vehicle damage table. The first 
two rolls destroy whatever remaining armor the Cyclops has left 
and the last is a 6! YES! Lose 6 superstructure points. The Cy- 
clops superstructure fails and the monster is destroyed. It does- 
n’t explode , but it is trashed beyond all hope of repair! The 
sound of Maximus gnashing his teeth and swearing can be heard 
across the battlefield, even above the gun fire. 


Below, boom! Maximus looks on as his Cyclops gets wasted! 


Asteroid miners — Turn 2 

, Due to the death of the Cyclops the 
asteroid miners strategic options are 
reduced. This means they only re- 
ceive 4 ‘Strategy points’ each turn 
from now on instead of the previous 
5. Skinny Pete however, on his next 
go will still receive his normal 5 as 
all of his units are still intact. The 
great start the miners begun the game 
with has been curtailed but they have 
still recovered some salvage as well 
as silencing the human HADES ar- 
mor crew member Nibbs and his 
minigun. 


Right now, the miners need to get 
their salvage haul back to their DZ 
AND hopefully take out the enemy 
demobot if they are to have a clear 
shot at recovering more salvage 
without having a 3 ton angry me- 


TURN 3 

Skinny Pete —- Turn 3 

Skinny Pete is desperate to get hold of some 
valuables at this point. Some of his crew have 
been taking far too long rummaging through a 
large pile of scrap metal. Skinny Pete also has to 
decide if it is worth risking the demobot further 
to collect salvage as it has just come under heavy 
fire. Lastly, Nibbs, rolling about on the ground in 
his HADES suit, badly needing medical attention 
still. Skinny Pete’s first phase starts well, his 
search team make their salvage recovery roll at 
last! 7,000 credits worth of valuables isn’t that 
much, but it’s better than a kick in the shins! 
Now they have to get their find onto the back of 
the salvage dog truck waiting nearby. This frees 
the hydrissian medic to now head over to Nibbs 
in the HADES suit to apply some first aid. The 
search team also begins to move on over to the 
demobot (risking enemy heavy fire!) so they can 
assist in the search through the second junk pile. 


chanical gorilla causing them trouble! Luckily for them, so far, 
Skinny Pete is having a slow time getting any salvage recovered. 
At the end of turn 2 the miners drop off their salvage at their DZ 
and the prefect, along with its accompaniment of security 
drones, moves forward to fill the role of heavy weapon support 
left wide open by the now defunct Cyclops. The asteroid miner 
grunts set off again toward their next salvage objective, moving 
forward under plenty of cover. The prefect advances into posi- 
tion and opens fire on the demobot as it heads toward another 
salvage counter. The prefect scores a hit, spraying a deadly burst 
of fire causing the demobot to lose two superstructure points. 
The giant robot is rattled but still OK. Skinny Pete is looking 
very concerned at this point seeing as he just paid out a lot of 
money for this shiny new piece of equipment! Above, the pre- 
fect and security drones move forward. 


Below, TURN 2 Battlemap 
| aia oe 


Above, the hydris- 
sian heads over to 
help Nibbs. 


On the ‘Fog of 
War’ roll the aster- 
oid miners gain an 
extra strategy point. 
They use it to shoot 
the prefect’s 
minigun at the de- 
mobot. The intense 
fire, once again 
rattles the belea- 
guered giant badly. 
Losing two more 
superstructure 
points means the 
demobot is on the 
verge of destruction 
(only 3 left). On 
Skinny Pete’s sec- 
| ond phase the hy- 


drissian Grikk successfully applies his medical knowledge to get 
Nibbs back on his feet. Then his search team moves up into po- 
sition to help the demobot — they get lucky on their first ‘salvage 
recovery’ roll and find another 6,000 credits worth of valuables! 
(Some exotic ammunition? Maybe valuable computer hard- 
ware?). Below, the demobot finds a crate of valuables! 


Skinny Pete can see that the ‘die is cast’. He has what he needs 
from this mission and is not stupid enough to risk further con- 
frontation with the miners for the last of the four salvage count- 
ers. He needs to get back to his DZ with all crew and equipment 
and get the hell out of Dodge City! 


Asteroid Miners - Turn 3 
Maximus can see victory slipping from his grasp. He orders his 


ae 


miners to aggressively push forward to the last remaining sal- 
vage counter - suspecting that the humans are about to get off 
this dirtball planet. At this point of the game it’s worth noting 
that the first player to get everything back to their DZ and call in 
their dropship will end the game. Luckily for Skinny Pete an- 


| other round of fire from the prefect at the demobot causes little 


damage. On the Fog of War roll there is no result, but Maximus 
employs his ‘Able Commander” skill and pulls it back by one 
point in his favor. The prefect fires up its minigun yet again and 
tears another superstructure point off the demobot’s ass as it 
clanks its way back to its DZ carrying the newly found salvage. 
The miner grunts arrive at the last salvage counter in the miners 
second phase and start searching in vain. Maximus knows that 
there is no time. Above, Security drones prowling. 


Below, TURN 3 Battlemap 


Turn4 


Skinny Pete - Turn 4 

Rubbing his hands and dancing with glee like a futuristic Fagin, 
Skinny Pete makes his way back to the DZ closely followed by 
his crew. The salvage dog turns around and the driver guns the 
engine. He succeeds in adding a further 3 inches to its move- 
ment but nearly breaks the drive shaft! Still, he makes it safely 
to the DZ. The fog of war dice roll result gives Skinny Pete one 
extra strategy point. Combined with his remaining two strategy 
points in his final phase he gets his entire crew and all equip- 
ment into his DZ. At which point he declares he is calling his 
dropship down, ending the game. This forces Maximus and his 
asteroid miners to abandon their recovery attempts on the last 
salvage counter. They know that the area will be carpet bombed 
from orbit by Pete’s salvage starship very shortly and certainly 
don’t want to be around when that happens! It’s a tough life on 
the frontier for sure. 

Above, Skinny Pete’s crew hightails it back to the DZ with 
the loot! 


Below, TURN 4 Battlemap 

Post game analysis 

The Tan Hauser gate company (miners) got off to a great start. 
Recovering a substantial salvage haul in the first turn. Then at 
the start of turn two, things got even better for them when the 
Cyclops knocked out Nibbs in the HADES suit and killed Tara 
(the shareholder). Not to mention that the miners kept winning 
the ‘Fog of War’ roll each turn. Skinny Pete’s chances of a suc- 
cessful mission were looking doubtful at this point. However 
Pete was obviously familiar with the motto ‘He who dares 
wins!’. His last desperate attempt to kill the Cyclops paid off! 


From then on, it was all down hill for the miners as Pete made 
efficient use of his new demobot to successfully search the last 
salvage counter, even though he nearly lost it to enemy fire. 
Also, the fact that Nibbs received some timely medical attention, 
along with Pete having a good run of luck with the Fog of War 
dice rolls toward the end of the game enabled him to get all his 
crew back to the DZ quickly. All in all an excellent mission for 
Pete — his crew wins with total salvage obtained 13,000 credits 
compared to the miners 10,000 credits. However, both players 
will have to settle for selling their booty on the black market for 
half that amount as neither team gained over 50%, which would 
have secured them the ‘salvage rights’. Still, a good haul for 
everyone. 


Final thought — it would have been interesting to have had 5 or 
even 6 salvage counters on the playing area. The competition 
would have been very fierce as both players would probably 
have had to engage each other in some dangerous hand to hand 
combat to secure the final available salvage. Things could have 
gone quite 
dif- 
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Clay and his D&D group recently got hooked on Warmachine 
and I’m not one to turn down a game so we decided to have his 
Cygnar army (which is actually my Cygnar army since his has 
not been assembled yet) face off against my Circle Orboros guys 
and gals. This game would be a couple of fi It would be 
Clay’s first game of either Hordes or Warmachine, it would be 
the first time I’ve had the two systems face off against each 
other, and we’ll see if this can be the first game that I can actu- 
ally win in I can’t even remember how long! I’m wondering if 
Clay’s lack of experience will be too much for my general suck- 
factor to overcome. 


We went with a small-ish game (about 400 points) and I’ve been 
getting more and more enamored of the Circle Orboros faction. 
Strangely, or not so much, I’ve gone from running Sons of 
Kronos is Chronopia to Keltois in Confrontation and now more 
barbarian types in Hordes. Guess I can’t get away from these 
guys. My army will be very similar to the one that recently 
faced off against Brian’s Trollbloods, but I’ll be adding a Wold- 
Warden to the mix as he’s recently been painted. My “Papa: 
Smurf’ WarpWolf will be back as will the two Argus. I’m 
sticking with Kaya primarily because she’s painted and my other 


Warlocks are not, but also because I want to get some more © 


games in with her so I can develop some strategies specific to 


her to use in the future. Since I have no ranged weapons I need | 


to rush forward and pick the way the fights start so I can get the 
troops I want against those of Clay’s that I can put down quickly 
and then start double and triple teaming him. 


This is a battle report I have been looking forward to for quite 
some time. After my first read through the Warmachine rule- 
book a few months back, I was hooked. So hooked in fact that I 
sold the idea of taking up the game to my gaming group, and we 
all have decided to jump into it with both feet. The army I chose 
as my first army (I rarely stick with only one army) happened to 
be the Cygnar, which unbeknownst to me was also the army that 


REPORT 


advance was slow and deliberate. I also put my light warjack on 
the flank so that he could come in behind the enemy when he 
closed (if he was ignored), or draw some of the bad guys away 
from my warcaster (if he was not ignored). This also increased 
my field of fire as I put some distance between me two main 
guns. The only other thing I consciously did was to protect my 
warcaster with my heavy jack in the center (with his heavy can- 
non) with a hand to hand dude (Lancer Warjack to one side and 
Mercenary to the other). With only six models, I figured that 
was about the best I could do. 


This would be a simple caster-kill game to get both of into the 
fight without any added complications right now. We’d be us- 
ing lots of terrain that Clay built for previous Terrain Workshop 
articles right here in Fictional Reality. 


Mark has collected. Since my pieces have only recently started a 


showing up and are not painted yet, mark let me his for the bat- 
tle report (it also helped since I didn't have a clue about what 


might work and what would not work). Clay ended up with | 


Stryker, a Defender, a Charger, a Lancer, Reinholdt, and an Og- 
run Bokur. Anyway, I came into this game with equal shares of 
ignorance and enthusiasm. Being a small game was good since 
leaning the rules was my number one priority, and seeing how it 
worked with Hordes was my second priority. My third priority 
was of course to see if the Cygnar would suite my personal play- 
ing style. 


As far as strategy goes, this was kind of a no- brainer. I had 
guns, Mark didn't, so to get the most use out of my guns I 
had to let Mark come to me, so I would make sure that my 


Get more time to play 


I (Mark) won the starting roll and took the role of /st Player. 
We deployed our troops (below) and got ready to rumble. I 
can’t seem to get the songs “Winter Wolves” or “Freya” by The 
Sword out of my head when playing Circle Orboros, check them 
out. 


Turn 1 

Mark: With my enemies in sig e the only thing 
for me to do is to get there as quickly as possible to reduce the 
number of turns of fire that Clay will be able to put into me. My 
WoldWarden activated first and trudged forward, pitty he 
can’t run. The rest of my beasties surged forward (all three run- 
ning and accumulating a point of Fury) and Kaya cast Cloak of 
Mists on the Argus that was bringing up the rear of the pack. 
She was out of range and I’d have rather cast it on him as he’s a 
closer target for Clay. She also cast Rager on the WarpWolf. I 


declared +2 ARM for the Warpwolf’s Controlled Warping for 
this turn. I sure do love that ability and just need to remember to 


declare what I’m doing with it each turn. I have to say that I 
really like not having to dole out Focus at the start of my turn 
and having to play the risk management game with Fury instead. 


eos 


Clay: Clay pumps two Focus each into the Defender and the 
Charger and keeps two for Stryker. The Defender strolls up 5” 
towards the center of the field and takes a shot at the lead Argus 
and boosts the attack roll. That 16” range that the Defender’s 
Heavy Barrel sure is scary when you’re on the receiving end of 
it, especially when you’re more used to be on the firing end. 
Thankfully, for me anyway, the big guy missed. 


The Lancer then moved up followed by the Ogrun that came up 
to form a battle line (above) with two of the Cygnar ‘jacks. 
Stryker then took a position behind the Defender and cast Ar- 
cane Shield on the Charger (+3 ARM to the light ‘jack that was 
off on his own right now). Reinholdt got back into base-to-base 
contact with Stryker and the Charger ended Clay’s turn by ad- 


vancing. 


The orange beads 
around the Charger 
are to remind us 
that he’s benefiting 
from Arcane 
Shield. 


Turn | was a push 
with neither of us 
getting much of an 
advantage. Had 
Clay’s aim been 
true he’d have a slight advantage going into turn 2. Maybe me 
not getting shot and making clean progress towards my target 
gives me a slight nod but then again maybe not. 


Turn 2 

Mark: Kaya starts off by leeching all of the Fury accumulated by 
the Warbeasts and then pays to keep Cloak of Mists on the same 
Argus. The ‘misted’ Argus moves up towards his goal 
(sharpening his teeth on metal) and the WarpWolf (still 
+2ARM) and other Argus are forced to run forward. Kaya and 
the WoldWarden bring up the rear and there’s not much more 
for me to do until I get into the fray and start testing my claws 
and teeth against Cygnar armor. 


Clay: A single Focus is given to the Charger and Defender and 
then Clay starts off again with the Defender. He fires at the Ar- 
gus that eluded him last turn and this time (boosting the attack 
roll again) he leads the running beast just enough and does three 
points of damage. The Charger moves up a bit and takes aim at 
the same Argus that the Defender just shot. His first 


(unboosted) shot misses and he decides to burn his point of Fo- 
cus to shoot again, this time hitting and causing five more points 
of damage. That puppy has taken more than 1/3 of his damage 
so I’m starting to worry a bit. Stryker takes up his position be- 
hind the Defender again and casts Earthquake and catches both 
Argus and the WarpWolf who are all knocked down. Oh, man 
this could get real suck real fast! The Lancer moves up and 


plants an attack on the Argus that was ‘misted’. It’s an auto-hit 
with the War Spear that causes 10 points of damage to the beast 
and eliminates all of the damage boxes (circles for Warbeasts, I 
guess?) on its Spirit. The Bokur moves up and sets his sights on 
either the WoldWarden or Kaya, whichever he’ll be able to get 
to and put a hurt on next turn. 


If turn 1 was a push then turn 2 gives a clear advantage to Clay. 
Not only was he able to fairly seriously injure both of my Argus 
but I'll be forced to use a portion of my actions next turn to re- 
cover from his Earthquake spell. 


Turn 3 

Mark: Ok, time to regroup and make the best out a situation (and 
battle) that seems to be on the decline. Kaya starts off by leech- 
ing 2 Fury from her beasts and lets Cloak of Mists expire. No 
need for it now as were clearly in close enough for some per- 
sonal space violations. The WoldWarden is in Charge range of 


game of monstrous 
combat. With all new 
like maneuveral 
feral minions, 
attachments, power 
warlocks, and battle-aday 
alpha warbeasts, HORDi 


the most loaded miniatures 


from Privateer Press. 


the Lancer so Kaya sends him in. The stone giant clubs the light 
Warjack twice and causes a total of 11 points of damage and 
sends it skidding backwards, knocked down onto its backside. 
Kaya moves up close to the Bokur but does not engage him. 
Then she heals two points of Spirit from the Argus that had all 
of his points in Spirit ticked off. She then uses Spirit Door to 
teleport the WarpWolf next to the Bokur where he gives up his 
movement for the turn to stand up (Rule question here. Since I 
have to give up my movement to stand up is it still counted as 
moving? Since I’m not actually using my SPD I’d say no but 
other, more experienced players might disagree) and then he 
lays into the Ogrun Bokur and proceeds to tears him limb from 
limb with seventeen points of damage getting past the merce- 
nary’s ARM. It was sort of anti-climactic to have the Ogrun go 
down in a shower of blood and gore before he could really get 
into the fight (similar to what happened when I used him against 
Chris’ Khador several issues ago) but it was a massive amount 
of damage that I tossed out and boosting the damage roll didn’t 
hurt either. He’ll be back as I’m convinced that he’s a worthy 
addition (and a fairly inexpensive one) to any army that can take 
him, I’ve just not seen it demonstrated on the field of battle yet. 
Both of my Argus get up and give up their attacks to move up 
towards Clay’s ‘jacks. 


Clay: A point of Focus is spent to keep Arcane Shield on the 
Charger and two points are given to the Defender. Things start 
off with Stryker casting Earthquake again and this time sending 
Kaya and the WarpWolf down to the ground. He takes a shot at 
the WarpWolf with his pistol, Quicksilver, and hits thanks to the 
little green lucky charm, Reinholdt, that is standing behind him 
but the attack doesn’t do sufficient damage to overcome the 


beast’s ARM. The Defender weighs in and pummels the 
downed WarpWolf, causing a total of 16 points of damage. The 
knockdown and beatdown is working out nicely for Clay. The 
Lancer foregoes his move to stand up and then attacks the Argus 
that is close by. Right after I moved that doggie I knew that it 
was a bad idea and that the Lancer would be able to hit me after 
getting up. Another lesson learned for me. I get off easy taking 
just two points of damage. Thankfully, the Charger also missed 
with his attack against the other Argus. 


Well, things partially worked the way I (Clay) had hoped. Mark 
did go after my flanking Warjack which split his forces nicely. 
The only problem was that even so, I could seem to do much to 
take advantage of it. His Spirit Door spell that draws models to 
his warlock kind of nullified my entire plan, not to mention the 
fact that my poor mercenary got ripped apart before he even 
knew that he was in danger. I also learned the hard way that 
falling down is not a good thing in this game. My earthquake 
spell now looks like it might something that I should think about 
building a strategy around. 


The advantage for Turn 3 swung away from Clay and over to 
me. Even though I’m taking hits I was able to eliminate one of 
Clay’s threats and was able to recover from his Earthquake from 
the previous turn fairly well. Of course, he threw down another 
one and was able to benefit from it by damaging the WarpWolf 
but we agreed that the momentum had shifted slightly in my 
favor. 


Mark: Kaya sucks up lots of Fury that’s floating around out 
there and then forces the WoldWarden to charge the Charger. 
He connects with both heavy stone fists and causes ten points of 
damage, but the Druid’s Wrath chain attack misses. Both Argus 
are ineffective when attacking their targets, the Charger and 
Lancer and we move on to the WarpWolf who has to get back 
onto his feet, giving up his movement again, but he’s easily 
within melee range of the Defender that just came over to put a 
hurt on him. I pump up his STR this turn instead of ARM (the 
bonus is still +2) and slash away at the ‘jack and hit with both 
claws for what amounts to a total of 12 points of damage. Un- 
fortunately, the Throat Ripper chain attack misses. I force him 
to take an additional attack but it misses and he just accumulates 
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casts Spirit Door, 
this time on her- 
self, and ends up 
to the left of the 
WoldWarden and 
close enough to 
the Charger to 
attack with Splin- 
ter. She does a 
measly single 
point of damage 
and then uses a 
Fury to attack 
again but misses. 
Not very effective 
as far as combat goes but it did get her away from the danger of 
the Defender for the time being. 


Clay: Five points of Focus leave Stryker right off the bat as he 
pays the upkeep on the Arcane Shield around the Charger, gives 
three to the Defender and one to the Lancer. The Defender 
starts things off by unloading a massive beating on the blue 
beastie. The Shock Hammer pounds on the warbeast, crushing 
bone and pulping flesh. As the WarpWolf collapses to the 
ground, quite dead, Kaya reaps one point of Fury from him. The 
Defender then spends a Focus to shoot at the WoldWarden and 
misses, but luckily (for both of us) nobody else is hit by the er- 
rant shot. Stryker Charges the nearest Argus and hits, but just 
for two points of damage (which is starting to get up there and 
make me more nervous) and then burns a Focus to attack again 
but misses. The Lancer tries to unload on the same one that 
Stryker just hit, but it misses everything that it throws at the 
pooch. The Charger fares no better and Clay’s light ‘jacks are 
just as impotent as my light beasts were last turn. 


Major pendulum swing back in Clay’s direction after he took 
out the WarpWolf. I have to dig myself out of this mess, and 
fast! 


Mark: Kaya uses Spirit Door to nudge the WoldWarden over 
towards Stryker (just enough to get into melee range). Yes, this 
is an underhanded way to give me a chance to end this game 
very quickly, but if there’s one thing I’ve learned with War- 
machine (mostly on the wrong end of serious beatings) there are 
things that are immoral, but legal, and things that are jut plain 
illegal. You can, and should, do the first and you cannot, and 
should not, do the second. Kaya does miniscule one point of 
damage to the Charger (every point counts, I guess) and misses 
when using a Fury to get another attack. The Argus that’s tied 
up with the Charger frenzies and hits the ‘jack, but fails to pene- 
trate its armor. The other Argus, that was being attacked by 
Stryker and the Lancer, strikes back at the Warcaster, but misses 
with both bite attacks. In spectacular fashion the WoldWarden 
rains down heavy fists on Stryker and twelve points of damage 
are done to him. 


Clay: Arcane Shield is maintained and the rest of the Focus stay 
with Stryker. The Lancer continues our current path of light 
‘jacks and beasts and misses the Argus. The Defender shows 
the little guys how to do things as it moves up and bashes the 
other Argus unti! 


it hits the ground and stops moving. 


Stryker, knowing that he’s in a precarious position, unloads at- 
tacks on the WoldWarden and manages to cause 12 points of 
damage, but certainly not enough to take it out of the fight. 
Yup, the Charger missed the Argus but you probably saw that 
one coming. 


One of my Argus went down, but Stryker getting pounded the 
way he did swung things back in my favor a bit. One way or 
another we're headed for a climactic finish to this battle. 


Mark: The end has to come now or Clay’s Defender will be able 
to come in and get me from behind. I got myself engaged deep 
in with the enemy and am doing ok (in fact pretty well consider- 
ing that Stryker is hurt badly) but I cannot allow him to pin me 
in between his guys. No time like the present so here we go... 


Kaya leeches five points of Fury and then allows the WoldWar- 
den to continue the beatdown on Stryker. Can you believe it 
that he missed with both regular attacks and with an additional 
one? Well, me neither but I was standing there as the dice came 
up as suck, suck and suck! It’s up to Kaya now and she casts 
Sprit Door to position herself behind Stryker (still within 2” of a 
friendly Circle model) and bashes him in the head with Splinter 
to drop him down to 2 points of health remaining. It’s not over 
yet as she pops her feat and soaks up loads of Fury and proceeds 
to crack Stryker’s skull open and splatter blood and brains all 
over the WoldWarden. Clay’s remaining ‘jacks grind to a halt, 
inert, and Reinholdt looked around with eyes wide wondering if 
he was about to have his head caved in too. 


Clay’s Post-Game Thoughts 

That was a thoroughly enjoyable game. Of course it will be 
weeks before I stop kicking myself for being stupid, but heck, I 
guess you learn your lessons best when you feel like an id- 
iot. Forgetting to use my feat cost my warcaster his life, but 
putting up there in harms way in first place was a pretty bone- 
head move too I learned (I actually thought he was tougher than 
he was, guess that is one of the learning parts of the game). I 
also decided that there is a bit of a disconnect between Hordes 


and Warmachine as far as some of the special abilities and the 
Focus and Fury being different but similar. Mark and I played 
as if the two did where different and did not cross between the 
games (in other words a special power that caused you to lose 
unused focus points had no effect on Fury points). All in all a 
great game and I can’t wait to play more. 


Mark’s Post-Game Thoughts 

Victory! Ok, maybe not as sweet as if it would be against my 
normal nemesis, Brian, but a victory none the less. For being 
Clay’s first game he really only forgot one important point and 
he’s right that forgetting to pop his feat probably cost him the 
game. I better savor this victory because he’s not likely to make 
that same mistake again. Sure, Focus and Fury work differently 
but they are supposed to. The Warmachine armies are tailored 
to take down ‘jacks because that’s what they face on the field of 
battle when their nations are at war. In the same way, Hordes 
armies will have things that are less effective against metal and 
gears because they are more tailored to fighting beasties. I’m 
very ready to build up to 1000 points and have another throw- 
down! 


Played by Mark Theurer and Clay Richmond 
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BRONZEBACK TITAN CMD 6 


SPD STR MAT RAT DEF ARM 
4]13] 6] 3 [11]19 


‘SPECIAL POW P+S 


WAR GAUNTLET 


SPECIAL POW PrS 
| Claw | 4 | 17} 


WARGAUNTLET 


SPECIAL POW P+S 


| Claw | 4 | 17] 


THRESHOLD 
FIELD ALLOWANCE 
VICTORY POINTS 


BASE SIZE 


SPECIAL RULES 


BRONZEBACK TITAN 

Bull-Headed - When the Bronzeback Titan 
frenzies, if it would normally charge a model, it 
slams that model instead. If the Bronzeback Titan 
cannot slam that model, it frenzies normally. 


Herd Patriarch - Friendly non-Bronzeback 
titans that are within a number of inches of the 
Bronzeback Titan equal to its current CMD benefit 
from Herd Patriarch. An affected model gains +2 
to melee attack rolls, +1 THR, and when it frenzies 
it never selects a friendly titan to attack. Ifitbegins 
its activation with the Bronzeback Titan in LOS, it 
gains +2” of movement if it advances or runs. 


Massive Tusks - The Bronzeback Titan gains +3 to 
slam damage rolls. 


Rancorous - If a friendly titan is destroyed within 
the Bronzeback Titan’s LOS, the Bronzeback Titan 
gains an additional die on melee damage rolls 
for one round and must make a threshold check 
during its controller’s next Maintenance Phase. If 
the check fails, the Bronzeback Titan frenzies. 


Stampede - When the Bronzeback Titan frenzies, 
friendly Titans within a number of inches of it 
equal to the Bronzeback’s current CMD that have 
not activated this turn must immediately make 
a threshold check. If a Titan fails the check, it 
immediately frenzies. 


War GAUNTLETS 
(Claw - The Bronzeback Titan's 
War Gauntlets have the abilities 
of Claws. 


[<exy 
Rampage c4 


RNG AOE 
6 4 


TARGET FRIENDLY SKORNE WARBEAST MUST SLAM DI 
BEING FORCED. AFTER MOVING THE SLAMMED MODE 


y Bron ZE BACK. TITA N,  SKORNE ALPHA HEAVY WARBEAST 


reat herds of titans roam 

cross the vastsavannas of 

the skorne lands. Rising 
to prominence among them are 
the great Bronzebacks, who take 
leadership of these herds, enfore- 
ing their dominance by brutal 
displays of strength and physi- 
cal might. Such powerful beasts 
cannot be raised in captivity, and 
must be captured in the wild by 
skorne paingiver beast handle 
who endure great peril to whip 
them into barely restrained sub- 
jugation and outfit them for war. 
Responding to ancient instinct, 
other titans immediately respond 
to the sight of a Bronzeback, 
fighting with renewed tenacity 
and capable of extraordinary feats 


while following its lead. 


Using the 
Bronzeback Titan 


This king of all titans not only turns 
the bad guys into sticky paste, it 
can influence other titans around it, 
making them more mobile and trac- 
table. With Morghoul’s Abuse spell 
and the paingiver’s enrage, a bron- 
zeback has an 11” charge or slam, 
with a P+S 20 hit from the tusks 
and 21 from both war gauntlets. 
For true devestation, use a couple 
of Titan Gladiators with the bron- 
zeback, keep them close enough to 
gain +2 to melee attack rolls and just 
see what happens under Makeda’s 


Carnage spell! 


Tactical Tips 


Scampede: If a warbease frenzies due co Sampede, 
do not make anocher chreshold check for i¢ dur 
ing ies concroller’s Concrol Phase, because che 
warbeasc has already activaced chis cur 


POW_UP OFF 


ING ITS ACTIVATION THIS TURN WITHOUT 


, BUT BEFORE DAMAGE IS DEALT, THE 


DEL MAY MOVE UP TO THE DISTANCE THE SLAMMED MODEL WAS MOVED DIRECTLY 


MMED MODE 


« Mepnieamn Moines, LEGION OF EVERBLIGHT LIGHT WARBEAST 


verblight has never ceased 

to adapt, utilizing both 
fancient tools and newly 

forged weapons of ingenious 
design. It is His capacity for inven- 
tion that separates Him from other 
dragons, clearly evident in the 
recently spawned Nephilim. Based 
on research gathered as he lurked 
below Issyrah, the Nephilim is the 
realization of Everblight’s twisted 
experiments, Nephilim combine the 
essence of elven flesh with dragon 
blight to birth this new form. This 
species of dragonspawn is capable 
of independent thought, no longer 
intelligent as 

the elves whose stolen essence cre- 
ated them. Considered a horror to 
mortals, to Everblight, the Nephilim 
are beauty and perfection, the fruit 
of centuries of refining the blight 


and its progenitive potential. 


Using the 
Nephilim Soldier 


‘These ‘beasts serve well as front- 
line fighter or as 
assassins, laying 
in wait for the 
moment 


Glide 


lets you ignore your 


precise 
to strike. 
enemy's expendable 

troops and get in com- 

bat with valuable targets. 
Once surround by enemies, 
Heightened Senses allows the 
Soldier to pick and choose its 
victims, even when looking the 
other way. And if worse comes 
to worse, you can Glide a near 
death Soldier where you need 
it. Use Thagorsh to des' 


replace it with Mutagenes 


roy and 
s, then 
the pain truly begins as he goes 
to work. With it 
ties, the Nephilim Soldier is a 


ats and abili- 


warbeast that enemy warlocks 


cannot overlook. 


NEPHILIM SOLDIER CMD 8. 
SPD STR MAT RAT DEF ARM 


6963 ]13]16) 


SPECIAL POW PrS 
15/14} 


NEPHILIM SOLDIER 

Eyeless Sight - The Nephilim Soldier ignores 
Camouflage, cloud effects, concealment, forests, 
Invisibility, and Stealth when declaring charges or 
slams or making attacks. 


Glide - When the Nephilim Soldier charges, 
it charges at SPD +5” and may move through 
models other than its target if it has enough 
movement to move completely past the models’ 
bases. The Nephilim Soldier cannot be targeted by 
free strikes during this movement. 


Hyper Senses - At the start of the Nephilim 
Soldier's activation, before its normal movement 
it may turn to face any direction. When the 
Nephilim Soldier destroys a model with a melee 
attack, it may immediately turn to face any 
direction. When an enemy model ends its normal 
movement with the Nephilim Soldier in its melee 
range, the Nephilim Soldier may immediately 
turn to face the model directly. 


THRESHOLD 


VICTORY POINTS 


BASE SIZE 


Two-HAnvep Sworp 


Reach - 2” melee range. 


ANIMUS COST 
Massacre 2 


TARGET F 


RNG AOE POW _UP OFF 


y Lecic HARGE DURING ITS ACTIVATION THIS TURN. THE 
DER. WHEN 


MY MODEL WITH A CHARGE ATTACK, IT MAY IMMEDIATELY 


AFFECTED MODEL CHAR ITHOUT BEING FORCED OR RECEIVING THE CHARGE ©} 


THE AFFECTED MOD! al 


MOVE U ” AND MAK ADI NAL MELEE ATTACK. MASSACRE LASTS FOR ONE ROUND. 


HORDES and all related contents TM and/or © Privateer Press, Inc. (2001 - 2007) 
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of J s PIP 41046 Boson Grogspar $12.99 
PRIVATEER PRESS This guy (bottom of page) is another figure for the Mercenary 
@ Privateers. This guy is a Trollkin character that most definitely 
' — has some character that fits well into the pirate force. He comes 
PIP 41044 Mr. Walls, The Quartermaster $9.99 in a total of five pieces and a round plastic slotta base that meas- 
Mr. Walls is a ure an inch and a half in diameter (classified as medium sized in 
Privateer Unit Warmachine). The three smallest pieces all come on a sprue 
Attachment for and include his right hand (and the giant hook it carries), his 
Warmachine. pipe smoking head, and the tops of the spare harpoons that he 
Included in the carries in his back pack. The two large pieces are the torso and 
blister are the the harpoon gun that attaches to the stock that is in his right 
four solid cast hand. There is only a tiny bit of flash scattered around the 
pieces that make model, and no mold lines to speak of. Again, the only real prep 
up the model, a work needed will be the removal and clean up of the sprue itself. 
round plastic Not only does this model look cool, but this is another War- 
slotta base and a machine model that looks like he is just too fun to pass up (the 
Warmachine data harpoon has a slow burning pieces of dynamite on it and with 
card for the the hook, Grogspar can literally toss is opponents up to six 
model. This guy inches away). The model itself doesn’t really have any weak 
is obviously one points, but the harpoon gun sticks out there far enough that I 
of the infamous think pinning this particular part might be a good idea. Another 
Mercenary Priva- great Warmachine model. 
teers of the Sea 
Dog variety. PIP72005 Circle Orboros Woldwatcher $14.99 
Besides the main torso, there are three smaller pieces that all I was more im- 
come mounted on a sprue. These smaller pieces include both pressed with 
his arms from the shoulder down and attach over significant ball this model in 
in socket joints. Both fit on very nicely making the joint very hand than with 
difficult to see. The last of the smaller pieces is Mr. Wall’s the artwork in 
trusty companion, a small monkey that perches on his left shoul- the Hordes rule- 
der. I’m not sure if having a monkey on my back during a battle book. To me, 
is something I'd personally wish for, but to each their own. The the artwork 
detail on this guy is really nice and it is very sharp, clean and made this guy 
distinct. Something you just gotta love about this dude look a_ bit 
(especially if you are a NRA card holder) is his love for guns. stumpy and, I 
Besides the two he is wielding in his grubby hands, he has four don’t know, it 
more of those bad boys strapped to his waist. I could find no just didn’t sing 
mold lines, flash or any excess metal at all on the torso, so the to me. Well, 
only prep work need for this guy is taking the smaller pieces off that changed 
the sprue and cleaning them up. This is a very nice pirate model when I got this 
that could easily see service beyond the game of Warmachine. blister opened 
up and started putting him together. The Woldwatcher, the big 
brother version, went together easily and 
this one was no different. Out of the five 
pieces that make up the model I found 
just one small bit of flash that needed 
cleaning. The arms fit into smooth ball/ 
socket joints and each arm, connected at 
the shoulder, has almost 90-degrees of 
motion that it can easily be moved 
through before you decide how you want 
to glue it. The tabs on the bottom of his 
feet set him into a standing position but 
this can be easily changed by clipping off 
the tabs and re-posing the legs. I know 
that at least one of my two will be run- 
ning instead of just standing there. In- 
stead of being a squished version of the 
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Drop the paint brush, Sir. 
The battle’s already started! 


Warfare of the near future is here! 
Based on the award-winning Starship 


Troopers rules system, Battlefield ’ f My 11h 3 
Evolution is the 28mm tabletop game i) ; ye iB ce »} v A) 
focused on military technology of 2010- a | 
2015, allowing players to deploy cutting- Ever La; TI ari : 
edge units of the near future. Battlefield = 
Evolution features simple yet tactically 
challenging rules and expert level pre-painted models in every boxed set. Further, players will know exactly 


what models they are buying as this game is sold in a non-collectible format. With each box containing 
the fall game niles; Battleficld Evolntion can be played immed anette pening! 


i] 2 


Drawing from the finest 
ements of every ation on the continent, the Task Force 
njoys a diversity unmatched by-any other force. You'also 
ve the option to play the army of just one country within 
he Federation. 


British Army Infantry Sections and British Army Command 
Challenger 2 Main Battle Tank Section and Warrior APC 


The original gung-ho 
ilitary service, with all the technology provided 


ISMC Shadows engage 
PLA 


Often regardedasia second-rate 
force, the Chinese PLA of the near future will have access 
to not only unlimited manpower but also technology that 
can catch a western commander off balance if he has too 
many preconceptions. 


PLA Infantry Squads and Type 99 Main 
Battle Tank 


Covering a range of forces 
om government troops to militia desperately trying 
‘0 hold badk the tide of oppressors eager to snatch 
heir country’s resources; This army does not always 
njoy the latest in technology but it gains weaponry 


olunteers. 


MEA Technitals and 
Fedayeen engage USMC 
and PLA forces USMC Force Recon Team 
EFTE British Army SAS Section 

MEA 256 Tunguska AAA 

PLA Command Squad and NORINCO FAV 5 

Battlefield Evolution Advanced Rulebook | MoNGoose PUBLISHING 
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Woldwarden I'd say that these guys are more of a shrunk down 
version of the big ‘uns. The runes are all well done and can 
either be easily picked out when painting or allowed to be dry- 
brushed over to bring out the contrast between the somewhat 
sunken rune and the stone that makes up much of his body. An 
easy and quick assembly has them waiting in line on my table to 
be painted. 


PIP75002 Farrow Brigands $29.99 
The first time I saw the Farrow Brigands on the Privateer Press 
website they reminded me a lot of the very old-school ores that I 
battled in my early D&D days. Of course, those orcs didn’t 
carry guns and weren’t all furry like these, but the big pig- 
looking snout just sent me back to those nostalgic days. Any- 
way, I digress. In this box you get enough parts for six metal 
models and a data card for the unit. The unit can be anywhere 
from 6-10 models strong so you’ve got enough in the box to get 
onto the table or you can expand a bit if you like. I think I'll be 
going for the full boat of 10 just to be 100% complete and be 
able to shave or add points to an army as I need. 


The leader of the unit is a Shaman and there are five parts to 
him. The Shaman is larger in stature than the rest of the unit and 
he carries a war club in addition to his pig iron gun. The gun 
and right arm attach at the shoulder and don’t need to be pinned 
in my opinion. The war club attaches just past the wrist and 
since it kind of sticks out there, being a long club/staff and all, 
you might want to go ahead and pin it just to make sure it’s ex- 
tra secure. His head fits right into its notch on the body and then 
you finish him off with a large set of fangs that go inside his 
open mouth. The rest of the crew is each made up of four parts 
(body, head, right and left arms). The only added work in put- 
ting them together is that they cradle the barrel of their gun with 
their left hands. You'll want to do a dry run positioning the 
arms in place before gluing. I’m very glad that the guns are not 
separate pieces as that would frustrate my (maybe not yours 
though) assembly efforts. I’m very much in favor of pose- 
ability and freedom of movement of parts on models but I don’t 
like at all separate arms AND guns for models that can only be 
armed one way. Thankfully, these don’t suffer from that prob- 
lem and they went together well. The spiky bits on one of their 
shoulder pads made indentions in one of my fingers, though. 
There are three different heads and three different body poses 
for the unit and I like that little extra bit of difference sprinkled 
through the unit. 


Flash was minimal, but present on all of the models and each 
required a few seconds under the knife. I only found mold lines, 
faint ones at that, on the Shaman and they were not a problem to 
deal with. In general, assembly on all of the models was easy 
and pretty quick. They will make a nice animalistic minion ad- 


Satter 


dition to my growing Circle Orboros army in Hordes. I can also 
see them getting used as monsters in D&D (and certainly the 
Iron Kingdoms rpg) or any other fantasy game where gunpow- 
der has been discovered. 


Reviews by Clay Richmond and Mark Theurer 


Trauma-Doc 


PonOceonia Boag 


This model is one of the latest additions to the PanOceania 
army. The model comes in a total of four pieces not counting 
the round plastic slotta base that is also supplied. Three of the 
pieces come together on a common sprue and they include her 
right hand, her left forearm attached to the gun it holds, and her 
com antenna. The first thing that strikes me about this model is 
the unusual pose, I mean it is not always the most popular way 
to be seen by your army to be cowering in abject terror. I 
would say, hey, she is just a Doc, except that during my thirteen 
years plus in the military, some of the bravest folks I ever met 
were the Docs. Now, if you will, please excuse me while I step 
off my soapbox. 


In any event, the model is extremely well done with only a cou- 
ple of minor metal spurs to clean off. In fact, the only real prep 
work needed before painting this model is the sprue itself that 
comes attached to the three smaller pieces. The sculpting of the 
facial expressions is really exceptional and has to be my favorite 
aspect of the model. There are no weak areas on her and her 
low center of gravity makes her one of the more stable models 
on the field. 


280316-0076 Sun Tze 7,00 € 

Sun Tze is a three piece model not counting 
the round plastic slotta base that is also in- 
cluded. Two of the pieces are predictably 
his two arms. One holds a very large sword 
with a samurai looking hilt on it and the 
other arm, his right, carries the Multi Riffle. 
All three of the pieces each have a few 
pieces of flash and small spurs that will 
need to be cleaned off, and the two arms 


Infinity is a product of Corvus Belli S.L.L. c/Seixo, 13. 36940, Cangas, Pontevedra: 
Tfno-Fax: 986 300283 Contact us at infinity@corvusbell.com 


or www.corvusbelli.com & www.infinitythegame.com 


attach to the main torso at the shoulders is nicely done ball in 
socket joints. As you can probably tell from his name, this guy 
belongs to the Yu Jing army and apparently he can pack a 
punch. The model is nicely sculpted with it being well balanced 
and it has no weak points. The fact that the model also has great 
detail, especially around the face and armored portions of his 
body, seems to be an extra plus. This guy has a cool look about 
him that seems to parallel the Aquila Guard model from the 
PanOceana army, and like that model, I like the look and think 
that this model will be a great addition to the Yu Jing army. 


a “her” and she happens to be carrying a very large and danger- 
ous looking HMG. She comes in four pieces plus a round plas- 
tic slotta base. Besides the main torso, there is a head that fits 
onto the neck with a nice post in socket type joint and attached 
to the back of the head is a VERY long “pony tail” only this 
pony tail looks to be more than just hair and comes with a spike 
on the end. Another of the pieces is her HMG that has her right 
arm and left hand attached to it. This piece attaches at the right 
shoulder and left wrist in small but effective ball in socket joints 
that do a good job in lining up the pieces into the correct posi- 
tions. The final piece is a sword that I think is provided as an 
option. I don’t think it has a specific place that it is supposed to 
be glued on, and truth be told, gluing it on might take away from 


280317-0082 Daofei 7,00 € 
Here is another cool addition to the Yu Jing army, this time it’s 
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the very nice detail of the model and make a bit crowded look- 
ing. I think my personal preference might be to leave it off. 
Mold lines are slim to none on this lady, though there are a few 
metal spurs on her that will need to be cleaned off. All in all, I 
really like her stance, and the way she goes together. The pieces 
are so well engineered, that she almost holds together without 
glue, so she is a breeze to assemble. This is an excellent Yu 
Jing model. 


280414-0081 Najjarun Engineer 7,00 € 

This model belongs to the Haqqislam army and it is definitely 
not your normal run of the mill army model, but that might just 
be because I’m not used to seeing engineers (not a common 
troop type in the first place) with a gun. It just is not something 
I'm thinking is a common sight on the battlefield. The model is 
a solid cast model that comes in three pieces plus a round plastic 
slotta base. Two of the pieces comes mounted on a common 
sprue and consist of his two arms along with the items that they 
are holding. In both cases, the arms fit over very small pins at 
the shoulder. The metal holding the pieces to the sprue is nearly 
as stout as the piece itself, so cutting them free rather than the 
old twisting them free trick might be called for in this case. The 
torso is very clean and covered with nice sharp detail. The two 
arms though, have a lot more flash and excess metal on them 
than I am used to seeing on pieces for Infinity. With the pieces 
being small, the clean up work can be a bit gruesome. Also in- a 

cluded with the model is a plastic sheet with what looks like five ABD ODS OTT Avatar TAG) AN 006 
different choices of electron displays and read outs. Presumably 
these can be attached to the device he holds in his left hand as a 
sort of holographic display like the sort used by the hacker mod- 


and that spells sticky fingers. All the pieces are full of sharp 
exotic detail that continues to make me a fan of the Nomad 


army. Flash and metal spurs are slight but present and the joints 
all appear to plenty strong. Due to the one legged stance, you 
might think that there could be a balance problem, but the center 
of gravity is nicely centered and the one foot that is on the 
ground is sturdy enough to not have an issue holding up the 
model. All in all, this is a very cool looking model. 


This box set contains parts for one model, an Avatar for the 
Combined Army faction in Infinity. There are nineteen pieces 
that make up the model and it’s definitely closer to being a 
model than a regular miniature. I spilled out all of the parts on 
my table and gave them a look over and they all needed some 
cleaning, some more than others but the cleaning was mostly 
limited to bits of flash here and there and some mold lines on the 
larger parts. The most significant mold line was up around the 
shoulders. It took a few minutes to get everything ready to do a 
dry run assembly. The torso is made up of three large pieces, 
the smallest being about the size of a human miniature. The two 
larger parts of the torso are a piece that goes the length of the 
back (from the butt to the shoulders) and also halfway up the 
A front of the model (crotch to mid-chest) and the second large 
piece that that makes up the carapace that goes from the shoul- 
ders to the neck. The smaller (well human-sized piece) is com- 
prised of the pectoral (or whatever would pass for pecs on the 
Avatar) muscles and the round shoulder joints. The pecs piece 
| fits onto the first piece and you really can’t put it in wrong as it 
WB has little sockets where the two pieces fit together. I had a small 
gap on one side and with a smaller/thinner piece you could just 
gently bend it into perfect placement but this one was a bit thick 
for that so either your glue, primer or a teeny tiny bit of green 
stuff (if the first two don’t do the trick) should seal it up to a 
flush meeting of the two pieces. The gap is not a structural in- 
tegrity problem and is only hardly noticeable. The head fits 
right on the neck and there were no issues with it. Each arm is 
made up of four pieces, the largest being the arm itself. Each 
hand is in two pieces and the last piece is a fin-type thingy that 
fits onto the top of each shoulder. The hands fit together easily 
via small sockets and the finished hand joins to the arm in the 
same way. Ditto with the fin that pops right onto the shoulder. I 
had no issues with any gaps on the arms. Each arm fits via a 
ball-socket joint that joins up with the pectoral piece on the 
torso. Since it’s a ball-socket joint there’s some freedom to ro- 


els in Infinity. 

280515-0080 Spektr 7,00 € 

What a cool name for this model. This guy is a three piece solid 
cast model complete with a round plastic slotta base. The larg- 
est piece is, of course, the torso, which is a highly detailed piece 
with no real mold lines and only a small amount of flash. The 
stance is a bit odd, one that I can’t say I completely understand 
and will not attempt to describe it, but I really do like the look of 
the stealthy armor the dude is wearing. The next largest piece is 
the quite large sniper rifle that I’m guess is just itching to reach 
out touch someone. Attached to the rifle is the left hand and 
right arm of the sniper. The right arm attaches at the shoulder 
with a nice ball in socket joint. The last and smallest piece is a 
bit tricky. Since it’s only the arm from the shoulder to wrist, the 
piece is rather small. Combine that with the three way glue job 
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round base and each leg fits into a small 
void in the base portion and the hip sec- 
tions slide into a void in the crotch of the 
torso. There’s no room to move the legs 
around unless you want to pin the model 
and break out the green stuff so I'll be 
leaving them as they came. 


Once assembled, the Avatar is larger than 
the other two large TAGs (Guijia and the 
Armored Cav) and it’s posted in some- 
what of a crouched position so it’s actu- 
ally even larger. Yes, the figure is ex- 
pensive, the most costly to come out for 
Infinity so far but you'll only ever need 
one of them (because one is the most 
you're allowed to field) so that might 
- take some of the sting out of the price. 

tate the position of the arm a bit. Before moving on to the legs 
there are three spines that fit onto the back of the model. Even 
though the arms are stretched out I think that the spines on the 
back are going to be the most prone to accidental damage be- 
cause they are more fixed onto the model rather than being com- 
bined with a structural part of the model. OK, on to the legs. 
The legs come in two pieces each, but one of them represents 
where the behemoth has dug into the ground under what has to 
be a lot of weight. These smaller pieces glue right onto the large 


280606-0079 The Hungries — Gakis 22,00 € 
This box set contains enough parts for two figures and there are 
also three counters to be cut out of the box itself, two for mines 
and one for wounds. The hungies are another different race in 
the Combined Army force and they look significantly different 
from the others which keeps the motley look of the overall army 
intact. Each model is made up of six pieces and each needed 
cleaning, a bit more than any of the other figures of their size. 
They come with large round bases but probably could have fit 
on smaller infantry sized bases just fine. They definitely 
Www HOTZARTWORKS com have an otherworldly feel and look to them and certainly look 
sleek and deadly once assembled. The arms connect to the 
body with small male-female joints and you have some range 
of motion to play with if you like. The head, the focal point 
of the model for me, looks somewhat like a stylized bike hel- 
met. The kind that you see some professional biker riders 
wear that’s long and tapered. Their heads have four eyes and 
the head sits at the end of a long-ish neck. There is one leg 
that needs to be attached to the body and it (they for both 
models) fits easily into place and finally we stick the tail onto 
hit butt. There’s a decent bit of surface area where it attaches 
to the model so it’s not as weak of a joint as you might fear. I 
think that these guys will paint up easily and will hit the table 
quickly. 


WHTTEWES oT UINY 


Authentic 3D Wild West I like them as an addition to my growing CA army. They 
PDF Building Models 1 1 }} could pull double duty in many other games. I could see 
. iPrefeesionall Quality them being dropped into a Tyranid army in 40K, a Chaos 
* Quick, Easy & Inexpensive to Make ) | army in Warhammer Fantasy or even as beasties in a Call of 
. Historically Accurate y Cthulhu role-playing game. 
* Large Model Selection . 
* Floor Plans (To Scale) Included with 

All Buildings Showing All Floors 
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280115-0075 Van Zandt 8,00€ 

Van Zandt is a burly lad and reminded me immediately of the 
character of the same name from the movie, “Reign of Fire”. 
Actually, I had to look up info to verify that the name was the 
same too but the look of the model was really the clincher for 
me. He even carries the same style of axe as the character in the 
movie. The model comes in several pieces and has only a few 
bits of metal that need clipping off the bottom of the tab by his 
feet. The rest of the model was very clean and I could not find a 
mold line. He wears a vest with many pockets and has a pistol 
holstered on his right hip. He sports a goatee to go along with 
his big, bald head. The model comes with a couple of assembly 
options when comes to the arms. You can arm him with the 
assault rifle and axe, as shown in the picture, or you can give 
him a backpack instead of the rifle and you also get a left arm 
that is not carrying anything if you don’t want him carrying the 
axe. It’s a nice addition to have a few ways to put him together 
and the worst thing you'll end up with are extra pieces for your 
bits box. The look of the figure fits in well with the gruff 
Ariadna troops and I liked him. I also found it interesting that 
the character fluff for Van Zandt matches nicely to Matthew 
McConaughey’s character in the movie. 


moi 
Yisheng 


Wu Jing 


Doctor 


All in all this is a very nice model. I tried to find something to 
dislike, but I couldn’t. There were no mold lines to be seen and 
only two bits of flash and one of those was on the base tab. The 
other was easily removed off of the left arm joint with my 
thumbnail. I'll need to get this guy painted up quickly so that he 
may take the field in my next game of Infinity. My Yu Jing 
guys and gals tend to become perforated and leak valued red 
liquid all over the table top. 


280415-0083 Kum Motorized Troops 25,00 € 
This is a box set that comes with two different poses of motor- 
ized troops for the Haqqislam army. The first thing that you will 
notice out of the ordinary, is that these guys have discovered 
how to reduce the number of flats that their motorcycles have on 
the battlefield by half, and that is to reduce the number of tires 
they have by half. Yes, I speak true, these death defying dudes 
‘wee mh 38 (TESETE are on motorized unicycles. Each model comes in six pieces 
Van Zant plus a large round plastic base. The three pieces that make up 
the unibike are common to both models and consist of the 
wheel, the foot pedals, and the rest of the bike. As for the riders, 
the two are in different poses but all the arms come detached 
which accounts for all three pieces for each rider. Seeing that 
there are a lot of pieces, some of them a bit small, there are more 
nubs and pieces of flash to be removed that I am used to seeing 
on Infinity models. The nub on the tire I think is intentional to 
insert into the base, so don’t go snipping it off like I almost did. 
Bottom line is that there is a bit of clean up work to do before 


rent AP Rie 


280318-0086 Yisheng (Doctor) 7,00€ 

Yisheng is a new release for the Yu Jing faction of the Infinity 
science fiction game; both produced by Corvus Belli. This fig- 
ure exhibits the same level of quality that has been seen in all of 
the other items produced by this company. Yisheng comes in 


three pieces: body, right arm, and left arm. 
The left arm holds a multi-rifle while the right 
arm has a tri-corder-type device in the hand. 
Both appendages have nice detailing on them 
without going overboard to show some basic 
armor plating. The arms attach to the torso 
with the normal Corvus Belli ball-and-socket 
joining. The body is also done in a basic, but is 

well-sculpted fashion. The doctor is ready to 
do his duty in the midst of a firefight. He 

wears segmented, articulate armor on his 
torso, thigh/knee area, and on his lower shins. 
As a back-up weapon the figure has a hol- 
stered pistol at the right hip. On the back at : SSS 
waist level are what looks like a couple of Kum Motorized Troops 2 
gizmos that could be used in doctoring a 
wounded combatant. 
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Blue Table Painting 


Don’t worry we won't tell your wife 


assembly. Assembly itself is even a little tricky with some of 
the smaller pieces, and it’s a process that you will lucky to com- 
plete without getting some fingers stuck together. The models 
themselves are very well sculpted with a lot of fine detail with- 
out sacrificing strength anywhere on the model. These are very 
nicely done models that are sure to get some notice not only 
because of their quality, but also because of their uniqueness. 


280607-0085 Iskaller Jump Operator 10,00€ 

I've been waiting for this guy for a while now and am finally 
glad to have some jump-capable guys in my Combined Army 
force. He comes in seven pieces and a standard size round plas- 
tic base. The first thing that you'll probably put together are the 
two halves of the torso. The two parts come together at the 
waist and each needed a different bit of cleaning up. The lower 
half’s left foot is connected to the casting tab by a strip of metal 
that needs to be cut away and there was a visible mold line on 
each leg that needed to be cleaned. The upper half had no mold 
line at all but did have a few bits of flash. 


The wings are made up of two metal parts which make up the 
structural support of each wing and you also get a piece of ace- 
tate that has four different sets of wings printed on it. There 
were a few tiny bits of flash on each wing and only a very faint 
mold line. The wings are only about as thick as a sword so 
you'll need to use some care when assembling them and also 
after the model is complete because if anything is at risk of 
bending it’s the wings. I would recommend painting the wing 
superstructure first and then when the whole model is done very 
carefully cutting out and attaching the acetate portion of the 


Iskaller Jump Operator 
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Combined Aimy 


wings. The picture that you see is of the completed model with 
the acetate wings attached. You could also leave the acetate off 
entirely, leave the wings off entirely or swap them out for a dif- 
ferent pair of wings that you might have lying around. The wing 
superstructure that comes with the model fit into little voids in 
the back of the upper torso. 

Both arms also had bots of flash here and there but not really 
much of a detectable mold line on either one. They attach, also 
to the upper torso, where two flat pieces of the model meet. 


There’s a little bit of opportunity for movement of the arms 
around but if you want a significantly different pose you’ll 
need to break out the putty. The left arm ends in a wicked 
claw and the right has a pincer and a gun barrel and two 
things that look like the could squirt out some kind of goo. 
The gun is really the only part of the model that looks tech- 
nological at all. As you can see the whole model looks very 
bug-like and I don’t think that the gun really detracts from this. 
The last piece is a pointy spine that sticks out from behind the 
head/neck area of the model. 


Being more bug-like in appearance I think this guy fits in more 
with the Shrouded and Malignos, but still works with the overall 
diverse theme presented in the Combined Army. I’ve been 
itchin’ to run a d20 Future campaign and think that my Com- 
bined Army troops would make great bad guys. 


280116-0084 Moblot 7,00€ 


Moblot 


faiadna Fille: Usht Shotoun 


The Moblot is another pretty heavily armored trooper for the 
ranks of my Ariadna army. I had to do a quick search online to 
find that Moblot translates to “Mobile Guard”. Four pieces 
make up the model with the bulk being the torso, legs and head. 
The arms and backpack are separate pieces and he carries a lot 
of gear. There are many pouches on his belt along with a pair of 
binoculars and a pistol. There’s a knife in one boot and a shot- 
gun on his backpack. This is all in addition to the assault rifle in 
his right hand. His left hand holds a clip that he’s about to slide 
finto place. I like that the two arms do not need to connect for 
proper assembly so you’re left with a little leeway when putting 
j him together and it will still look ok if you want to move his 
Ajarms around a bit. He wears heavy armor including a chest plate 
Jjand metal shoulder plates. His face is completely covered and 
1 he wears goggles too. Detail is as good as with any other Infin- 
Ujity trooper, meaning that details are crisp right down to the laces 
on his boots. He could also find extra work as a player- 
character in a sci-fi rpg or other miniatures game. No com- 
plaints at all with him. 


Reviews by Clay Richmond, Mark Theurer 
and Brian Ahrens 
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ABG3010 APAC Ninjas Box Set $25.99 
This box set of six ninjas, if my quick memory recall is correct, 
finishes off all of the APAC units from the Rezolution rule- 
book. You get six unique poses, each needing some assembly, 
along with plastic bases. Truth be told, this group could fit into 


a standard Rezolution blister pack but then they'd be more prone 
to a 5-finger discount. 


While there is not a true "leader" to the group there is one model 
that stands out from the rest and she is a single piece figure that 
has a scabbard that attaches to her hip. She wears very loose 
clothing and has two top-knots that stick out of either end of her 
otherwise cleanly shaven head, on which she does not wear any 
kind of mask. Of the remaining five figures there are two that 
are also single piece models, except for a scabbard that needs to 
be attached. The remaining three all have more involved assem- 
blies ranging from putting on heads and arms to the most dy- 
namic one having separate upper and lower torso pieces set in a 
running pose. These five all have some kind of face covering 
ranging from a "normal" ninja mask to one that has a mask that 
looks almost robotic in appearance with some kind of mechani- 
cal eye attached to it. 


Most of the pieces did have a visible mold line and there were 
bits of flash that needed to be cleaned, but assembly and clean- 
ing didn't take too long. I like that the APAC (my army of 
choice in Rezolution) has had its ranks completed and getting 
six different poses for this group is a definite plus. The box set 
gives you more than the minimum (4) needed to field a unit of 
ninjas but this can be expanded upon up to the maximum of ten 
figures. 


Review by Mark Theurer 


APA” 
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JAMES 
ZOM1 and ZOM2 Possessed Zombies $3.40 each 
Here we get a male and female version of zombies that have 


been possessed. Man, if it isn’t bad enough that you’ve been | 


zombified but now you’re possessed. No rest for the wicked, I 
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guess. The woman has a dull, 
vacant expression on her face and 
is just kind of floating along. Her 
clothes are not damaged but her 
blouse is partly untucked. There 
are scratches and bites all over 
her exposed flesh. The male is 
reaching out with his left arm and 
is wearing overalls so he might 
have bought the farm while on the 
farm. His clothes are a bit worse 
for wear than the female and suf- 
fered a bit more damage to his 
body. 

Both are attached to their metal 
tab with a piece of metal that 
could be painted up as a whoosh- 
ing bit of dirt and wind. I don’t 
particularly like the metal tab 
way of making figures appear 
airborne but I’ve had nothing but 
bad experiences with the clear 
plastic flying stands so this is 
probably the better way to go. 
Both needed mold line cleaning 
but were free of any flash. I 
think that these would be more 
usable in a Call of Cthulhu game 
than in other genres, but that’s 
really up to the GM running the 
game. 


ZOM3 and ZOM4 Diseased Zombies $3.30 each 

Diseased looking is defi- 
nitely what these guys are. 
The first is standing mostly 
erect and looks like he’s in 
mid shuffle. His pants are 
torn from about the knee 
down but otherwise _ his 
clothing has fared pretty 
well. His neck and head 
have some massive growths 
sprouting up like giant pus- 
filled zits that are about as 
big as a person’s head. Two 
are growing out from his 
neck and cause his head to 
be cocked over towards the 
left. Another is growing off 
the left side of his head/ 
cheek and is causing his 
skin to tear. There was a 
faint mold line down the 
right side of the figure but it 
was not bad at all. 


The second guy is slightly 
hunched over and he has 
two massive growths com- 
ing out of his back, one of 
which has split open. His 


left arm has mutated to be almost twice as long as it should be. 
It’s also somewhat bulky and overgrown in addition to being 
long. His mouth is open in a wail and he carries what might be 
a lead pipe or crowbar in his right hand. There was a more 
prominent mold line around this figure and a small web of metal 
between his long arm and the left side of his body. Expect a bit 
more cleaning here. 


ZOMS and ZOM6 Zombie Nurse and Doctor $3.30 each 


Ok, on to the staff of whatever medical facility that our investi- 
gators are exploring. First is the nurse and my eye 
was first caught by the size of the scissors in her right 
hand. They are more the size of trimming shears that 
you might find in your garage, but they will be good 
for dramatic effect. She is missing the lower part of | 
her jaw and one foot is bent off to the side. She was 
rather immodest in life and that’s carried over to the 
undeath as her ample cleavage is bursting out from 
her nurse’s uniform. She needed the most cleaning 
of the group with more visible mold lines and a few 
more thin metal webs between parts. It took about a 
minute’s worth of time to clean her up so not too 
much trouble here. The good, well maybe formerly 
good, is hunched over with a large group of big sores 
bursting through the back of his lab coat. His head 
also has a large growth coming off of it. He’s fared 
pretty well as far as other damage goes. Just a tiny 
bit of cleaning needed on the Doc. 


ZOMT7 Zombie with Stitched-up Head $3.30 

Next in the batch 
for us to look at 
this time around is 
an unfortunate 
fellow that has his 
guts spilling out 
over his belt. On 
top of that he’s 
had his face pulled 
back over his head 
leaving his nose 
up where his eyes 
should be and his 
mouth is perma- 
nently agape. 


He’s shirtless and pretty damaged but there’s killing do to so 
he’s carrying on and carrying a club in his right hand. Cleaning 
went pretty easy with him and he was ready to prime in short 
order. I can easily say that these are absolutely my favorite figs 
to come from Alpha Forge. Yes, party it’s because I’m a zom- 
bie nut but they are really good figures and they have usability 
across different games, from modern to sci-fi to horror. The 
would also do very well as toxic zombies in Rezolution, which 
is where they will find their first assignment from me. 


ZOMSB Fat zombie in business suit eating brain 
$3.30 


Last in our batch of the walking dead is a rather 
portly fellow that is currently feasting on a brain 
| that is held in his left 
hand. His right hand 
holds the head of the 
poor sap that he man- 
aged to catch. The 
head’s top has been 
pulled back and that’s 
how chubby got to the 
goodies inside. Fatty 
has one shoe on and 
one off and his size- 


REAL ESTATE 


25-28mm Scace Wi_p West BulLpincs 
For Miniature Wargaming 


Quality Resin Model Kits 


WWW.ARNICAREALESTATE.COM 


Perc TT ON MPN PAT UPR E'S COM BAT 

Me Just some of the great products 

‘ ea Available Now 
from 


~— ABERV ANT 


games 
www.AberrantGames.com 


ABG 0000 Rezolution: Shadow W 


REZOLUTION 
2-Player Starter Game 2 


able belly is coming out over his belt and his shirt’s buttons are 
straining against his girth. No real cleaning at all needed with 
this guy and the whole set of them will make a nice addition to 
my ever-growing batch of zombies. 


GORTDEALI Gort Beast of Burden and Crew $34.90 

This package is actually made up of a number of smaller pack- 
ages. By getting them all together you save a tad over 10%, 
The packages included are: 


GORTI Mephalian 'Gort' beast of burden $ 22.50 
GORTDRIVER! Gort driver with herding spear $3.30 
GORTDRIVER2 Gort driver with assualt rifle $3.30 


GORTCARGO Gort beast cargo items (4) 
TICKS] 'Fang Mites’ Gort parasites 


The Gort is this huge ugly looking beast whose most dangerous 
aspect is his size. The model comes in nine pieces with a hol- 
lowed out interior. The pieces go together relatively easy, and 
there is less flash (and hardly any mold lines) that you would 
expect to see on a model this size. The body comes in two 
halves, and then the head mounts on the assembled body. The 
remaining six pieces are all legs, two of which are very large 
and the remaining four very small (a certain Tyrannosaurus Rex 
comes to mind). The whole model then mounts on a large plas- 
tic base which is also supplied. Next come the two drivers, one 
being a single piece model and the other (the one with the herd- 
ing spear) comes in two pieces. Both come with round plastic 
slotta bases and both are nicely done models all by themselves. 
The one with the detached spear has good ball in socket joint at 
the shoulder were the spear arm attaches, and the joint is nearly 
invisible even though its not hidden; an impressive job. Next 
we have four pieces of cargo, and this cargo ought to paint a 
picture for you of what these guys are all about: 

1) Ammunition chest/ salvage item 

2) Corpse wrapped ready for use with.. 

3) Mimjip 'Death Masks' 

4) A sack of enemy heads. 
Guess I’ll have to go into the rules to see what those death 
masks are all about. All these pieces don’t have any assembly to 


‘Gort’ mephalian beast of burden. Crew and cargo. 


them, but they are attached to the sides and back of the Gort. 
The last item on our list is a group of Fang Mites. Although the 
model has like four of these things on it, they all come as a sin- 
gle piece and are mounted on the supplied round plastic slotta 
base. These “ticks” evidently function as the defensive system 
for the Gort (they don’t appreciate other creatures trying to 
move in on their walking cafeteria it seems). Seeing all this 
metal, I have to say that the price tag on this package is really a 
deal. In fact I think this package gets my vote for deal of the 
month. 


Reviews by Mark Theurer and Clay Richmond 


PP_V7 Valkyrie Man-Wolf 

and PP_V8 Wolfman $3.50 each 
Both sculpted by Phil Bowen 
There two miniatures are produced 
by Impact! Miniatures for use in 
fantasy football games. These are 
great figures to use in a Nordic 
themed or mutated themed team as 
blitzers or running backs. The Man- 
Wolf is more human in his appear- 
ance. He likens the old black and 
white version of werewolves before 
special effects teams were able to 
make them look more lupine. The 
Man-Wolf is cleanly cast and 
would require very little cleaning of 
mold line before priming. The 
miniature is posed with one arm 
raised horizontally with the elbow 
extended forward as if he is about 
to try to barrel through the opposition. Clad in pads and pants 
the sculptor did a good job with the fur sticking out of the 
clothes as the ankles and stomach. The Man-Wolf is easily my 
favorite of the two werewolf themed players. The Wolfman 
follows the more modern werewolf archetype with a head that 
resembles a wolf. Also cleanly cast there is even less flash one 
this figure than his predecessor. I would even go as far as to say 
that this figure could go straight to paint and no one 
but the most astute viewer would be the wiser. The 
Wolfman is very furry, and comes complete with a 
fluffy tail. The pose i 
somewhat lacking with 
him howling at the 
moon instead of in an 
aggressive football 
stance. The upturned 
head accentuates the 
“flatness” of the figure. 
Given the smoothness 
of the armor both of 
these figures are usable 
in a fantasy role- 
playing game. 


SI_TRP1 Terrorpin $14.00 

Sculpted by Matt Lord 

The Terrorpin is another figure produced by Im- 
pact! Miniatures for a fantasy football game. 
Unlike the wolfmen, the Terrorpin is specifically 


intended for use in the Impact 
Miniatures game Elfball. The Ter- 
rorpin is cleanly cast, with very light 
mold lines. Actually the mold lines 
were very hard to find given the 
texture of the figure. While clean- 
ing them smooth may be a problem, 
they really blend well uncleaned and 
T would venture a guess that my 
mold line “cleaning” will do more 
damage than leaving them alone. 
The Terrorpin appears to be a large 
turtle creature. About two and a 
half inches tall with a fist upraised, the Terrorpin is cut into four 
pieces: arm, head, tail, and main body. Being a multipart model 
from Impact! Miniatures the Terrorpin comes with a little bit of 
two part sculpting putty to fill in any gaps that occur in assem- 
bly. The shell is very well done with designs sculpted in detail. 
It is inker’s dream come true. The fleshy part of the Terrorpin is 
very reptilian with the exception of the upper arms, which are 
very humanlike to show off his ample muscles. The only 
“clothes” on the figure are a few strips of cloth wrapped loosely 
around the fist and forearms, and a single “shoulder pad” made 
of wood. The chest is very reminiscent of the teenage mutant 
ninja turtles figures, and would have done just fine without the 
wooden addition. With the lack of traditional football gear the 
Terrorpin could be used as a generic large monster in several 
fantasy settings. It could easily be used in a lizardman football 
team as one of their large lizards. The figure is much more im- 
pressive in person than the painted version on the Impact! 
Miniatures website. 


SI_TDF1 Fantasy football Theja Doris $4.75 
Sculpted by Patrick Keith 

Of the four miniatures from Impact! 
Miniatures that I was to review this 
one was hands down my 
(Christopher’s) favorite. Theja 
Doris is a two-part miniature with a 
twist. The left arm of Theja is 
sculpted separately, with three dif- 
ferent arms to choose from: holding 
a football, holding a clipboard, or 
holding a penalty card with a whis- 
tle. Being a multipart model from 
Impact! Miniatures Theja Doris 
comes with a little bit of two part 
sculpting putty to fill in any gaps that occur in assembly. An- 
other clean cast the only mold lines visible are on her skin in 
smooth flat places and were really easy to clean. Theja is 
sculpted with feathers in her hair, an open vest, and a loincloth 
leaving only the most private parts to the imagination. Theja’s 
stomach, exposed by the open vest is skinny and muscular. Her 
right hand is extended and pointing as if about to throw the foot- 
ball, call a play, or even maybe casting a spell. Theja could eas- 
ily be converted to a druid or magic user for a generic campaign, 
but really shines in her uniqueness on the football pitch. 


SI_EAB1 Anubis Blitzer $4.75 

Sculpted by Victoria Lamb 

This guy looks to be one of the less friendly players for team 
Anubis. He is a solid cast model and there are three pieces that 
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come in the package along with a 
round plastic slotta base and a little 
surprise compliments of Impact 
Miniatures. Of the three pieces, 
only two are needed to complete the 
model, as two of the pieces are 
booth right hands. The extra piece 
is supplied so that you can choose 
whether he is carrying a football or 
not in that hand. The surprise is that 
there are also a couple of piece of 
sticky putty supplied so that you can 
actually switch between the two 
parts in real time, how cool is that? The added bonus is that if 
you like the model but don’t play fantasy football, this piece 
also fits well in a fantast setting if you use he non-football hand. 
The model is very nicely sculpted and is full of sharp and dis- 
tinct detail. There are no weak points on him and his is well 
balanced. I could not find any mold lines on him and only the 
barest hints of flash. Very nice model with multiple uses. 


SI_EEATI Anubis Thrower $4.75 
Sculpted by Victoria Lamb 

Next on the Anubis team is this sin- 
gle piece solid cast model. He 
comes with a round plastic slotta 
base and looks like he is searching 
down field for an open receiver. 
Like his earlier teammate, this guy 
is pretty much free of mold lines 
and flash, in fact, this model is 
ready for painting right out of the 
package with no real clean-up or 
assembly required. Also like his 
litter mate, he has no weak points and is well balanced for the 
field. Obviously someone let the dogs out and they are trying to 
make a name for themselves. 


SI_REFR Referee Red $4.75 
Sculpted by Patrick Keith 

I guess scantily clad buxom women 
can be good refs as well as cheer- 
leaders. This model is another of 
Mr. Keith’s female creations that is 
sure to turn a head or two. Now I 
know why they call it fantasy foot- 
ball. She is a single piece solid cast 
model that was no easily damage- 
able parts. She is well balanced 
(though some might say she is 
nicely top heavy) and has only a 
hint of a mold line. She is ready to start painting after about five 
seconds of light prep. Since she decided to forgo the hassle of 
an over abundance of protective clothing, there is not a whole 
lot of detail beyond her skin, but what there is, is clear, distinct 
and easily recognizable. For all her apparent vulnerability, I 
have to say that the look on her face makes me think that she 
won't be backing down anytime soon. 


Reviews by Christopher Carr and Clay Richmond 
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Chunky Dungeons: Mini-Chunk 1” $15.00 

Designed by Aubrey Erikson 

This issue I (Clay) finally got around to getting introduced to 
World Works, and for those who have not had the pleasure, let 
me tell you from experience that you should be checking it out 
earlier rather than later. The first set I looked at is called the 
Chunky Dungeons: MiniChunk 1”which was created by Aubrey 
Erikson and retails for $15.00 for the set of PDF files. Included 
in the files are all the instructions you need to print out the PDF 
files on card stock and create your own highly detailed and col- 
orful dungeon. Of course there is “some assembly required”. I 
have built card stock terrain before, so I know that although it’s 
not exactly rocket science, it’s also not exactly a walk in the 
park either as there is definitely some labor involved. If you 
remember the battle report last issue, almost all of that was also 
World Works terrain that Mark assembled. This set is a bit dif- 
ferent as it is geared towards the fantasy genre and gives you 
what you need to put together a card stock dungeon. The pack- 
age is pretty impressive as it includes like over seventy PDF 
files with instructions and detail pictures. There are also instruc- 
tions I found to be pretty cool on how to build a Promaster board 
that is fitted with Velcro to hold the various dungeon pieces in 
place while in use; pretty handy if you ask me. To give you just 
a short list of the some of the things you will be able to build 
and fill you dungeon with, there are different kinds of floor tiles, 
pits, traps, treasure, stairs, torches, treasure chests, wells, tables, 
chairs, desks, bookshelves, beds, columns, curved walls of vari- 
ous size and shapes, a couple different kinds of doors, a couple 
kinds of gates (one of which you get you choice of four different 
colors), wall peaks, and then the walls themselves. This is 
hardly all of it and if you want to see a complete list you can 
always visit WorldWorks at www.worldworksgames.com. 


Each of the different items you have to build, there is a sheet of 
instructions that take you step by step through the entire process 
for each specific pieces with plenty of pictures. I have to say the 
WorldWorks has done a great job at providing all the help you 
may or may not need to successfully build and enjoy some really 
high quality cardstock terrain. Of course, in the end, how good 
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it turns out to be in the end is largely up to you, and your pa- 
tience. 


Gothic Realms $15.00 

Designed by Denny Unger 

This set is listed in WorldWorksGames’ Horror/Multigenre list 
but to me it’s firmly fixed in the dungeon-crawl milieu, but I 
guess it could be used in a horror setting where you have a 
bunch of investigators exploring some dank dungeon underneath 
a church in France. 


As with all other products from WWG you're presented with a 
series of pdf files. As is standard with WWG files you get very 
nicely detailed instructions along with the actual pdf's that 
you'll be printing out to assemble tie parts of the kit. These 
ranged from corridors and walls to floors and sewers to props 
and traps. The floors are the easiest to work with as you'll 
probably do the same with them as with streets (if you've 
worked with them) from the modern kits. Each floor section is 
7” square and you get eight (four are large pools filled with ei- 
ther red, blue, green or yellow liquid) sections and you can build 
these as 7” x 7” square sections or cut them up into hallways or 
smaller or larger rooms. The corridors have floors that match up 
to the room floors above but also have walls on each side. They 
come in a variety of flavors (straight, corner, intersections) and 
area all easy to build. You could, if pressed for time, construc- 
tion ability or patience, just cut up the room sections into the 
shape you want for a hallway, but then you’d lose details on the 
walls like alcoves, archways, torches set into the walls and stuff 
like that. I can see going the quick route being desirable if you 
want to get stuff to play on quickly but you'll be losing some 
atmospheric elements if you go this route. The walls files are 
among the easiest to build, right behind the floors that just need 
to be printed out, cut and glued onto foamcore. The walls are 
designed to neatly join up and clip together with the hallways by 
using small paperclips. You can see them in the picture below 
and if you can get black plastic coated paperclips it will be 
hardly noticeable while you’re playing. Having multiple wall 
sections of various sized done will allow you to build rooms of 
different sizes without needing to make special rooms by ma- 
nipulating floor tiles for a room that you might use just once. 


The sewers are similar to the hallways but instead of having a 
thinner wall on each side you have a blocky section of cut stone 
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and Mark Theurer 


on each side of your route through the slime that you’re travel- 
ing through. In addition to straight and corner sections you get 
an outlet for the goo to pour out of and a bridge with which to 
cross over it. The four colors of sewer effluence match up to the 
colors of the pools on the floor sections. 


Other than some pools and sewers of nasty floating stuff we 
don’t have a lot yet to get us into the gothic or horrific elements 
of this kit. That changes with the last two sections, props and 
traps. The traps all have messy ways for a GM to make a mess. 
of player-characters and include a swinging axe trap, a buzzsaw, 
spinning blades, spikes and a ramp trap that will have a large 
weight come crashing down on some poor sap. The props in- 
clude an altar and coffins, certainly suitable for a dungeon, crypt 
walls and columns. 


This set was on the easier side of the assembly equation with 
lots of straight cuts (some curved ones) and you could build a 
very large dungeon with just this set. With all of the WWG sets, 
how long it takes you to put it together and how much it costs, 
after your initial investment to purchase the files, depends on 


Sci-Fi Aliens $3.50 each 

Daniel Joyce from 3D-Miniatures sent me five of their new 
aliens to review. They are immediately remarkable because 
they were created "sculpted" electronically instead of by 
hand. I've known of CAD programs being used to digitally ren- 
der sci-fi type models (mostly Reaper's CAV's to my knowl- 
edge) but I've not seen it used in a regular humanoid miniature 
application, at least not in the size that we play with. 


They are not 100% smooth like you'll find with models sculpted 
out of green (or brown or whatever color) stuff as you can still 
see some of the etching remnants that were left when the initial 
master was rendered. You can slightly feel it if you run your 
fingernail along the model. It's less noticeable on some of the 
figures. Their website indicates that this is masked by your 


primer and paint on the model and the results of my priming of 
the figures were that the etching was significantly less notice- 
able. 


Each model is made up of multiple parts and requires assembly 
but I wouldn't go so far as to pin any of them. Putting them to- 
gether was very similar to getting multi-part plastic models 
ready for the painting table. The arms fit onto the body (at the 
shoulder) via a flat-to-flat joint and they are generally armed 
with either pistols or laser rifles (that reminded me a bit of shuri- 
ken catapults) and one carries a device that's probably some kind 
of tracking unit or other scientific gizmo. The arms allow for a 
good range of motion along the up/down axis but not much 
more than that unless you want to break out the green stuff your- 
self, which would be a bit strange because none of these were 
made with green stuff in the first place. Mold lines were mini- 
mal, if present at all, and there was just a bit of trimming needed 
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on the arms where they join up with the rest of the body. Over- 
all cleaning time was no worse than any other models out there 
and definitely easier than many. 


There are five different poses that I got to see (all pictured here) 
and four of them are variants on a standing or walking pose and 
running, but he (she? it?) does seem kind of low to the ground 
so maybe he's getting up from a kneeling position. They all 
wear space-suits with exposed hands, feet and heads with two 
fingers and a thumb on their hands and two large toes on their 
feet. They are easily recognizable as being science-fiction 
aliens but are taller than you'd normally expect from 
"greys" (and also clothed) but could easily fit that paint scheme 
or really any other you'd like to use on them. 


I have to say that I'm impressed with these for a couple of rea- 
sons. Yes, they are some cool looking aliens that have possible 
application in lots of different games (sci-fi, 
super-hero, modern, etc...) but even more so 
because of the way they were made. I think 
that soon you'll see digitally rendered mod- 
els with none of the remnant etching left 
behind, but these are a great start and I have 
to applaud 3D-Miniatures for their entry into 
miniature manufacture using this technol- 
ogy. It's obviously different from sculpting 
miniatures using tools and putty but it's also 
not different because they are using a com- 
pletely different, but still artistic, skill to 
create them. Also, I can see how creating 
miniatures in this fashion could lead to an 
incredible variety of troops poses, arma- 
ments, etc by just cutting and pasting like 
you might do in another digital creation like 
a spreadsheet or document. 


Reviews by Mark Theurer 
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3179 Roshtan the Green Druid $4.99 
Sculpted by Tre Manor 

This is an excellent single-piece 
sculpt depicting an aged druid that’s 
still got some fight left in him. He 
carries a long wooden staff (with lots 
of dangling rune stones tied on to it 
each with a different symbol carved 
into it) in his right hand while point- 
ing an accusatory finger with his left 
hand. The head is what really stands 
out for me on this model. He’s bald 
with a long beard and has a large 
crooked nose that sticks out from his 
face. He wears raggedy clothes that 
have seen their best days many years ago. More rune stones are 
on the belt that holds several pouches, one of which has a bird’s 
skull for a clasp. More details include a potion and several 
scrolls tied to his belt. Bare feet finish off the model. I found 
one tiny piece of flash on the staff and found only a hint of a 
mold line on one hand. Speaking of the hands, they are expertly 
done with fine detail. A great figure for a druid player-character 
or he could even make a great stand-in warlock for a Circle Or- 
boros army in Hordes. 


3180 Cadirith, Colossal Demon Spider $49.99 

Sculpted by James Van Schaik 

This huge chunk of metal just might be the biggest model we 
have for this issue. I actually saw this model assembled and 
painted inside a glass case at ReaperCon. My first thought was 
that it was on of the new plastics coming out just due to its shear 
size. But picking this behemoth up quickly dispels those 
thoughts. The model comes in a total of nine pieces, eight of 
them being legs and the ninth being the huge torso that by itself 
measures nearly four inches in length. The legs, if you were to 
straighten them out, measure from three and a half inches for the 
short ones, and over five inches for the longer ones. Once fully 
assembled, this guy covers roughly a four inch by five inch area 
and stands about three inches tall. How’s that for someone you 
don’t want to bump into in a dark alley? The legs come in four 
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variations, the front pair being one type, the next two pairs being 
another, and then each of the back legs are a type all to their 
own. The legs fit into the body from below with very nice posts 
that are a full quarter inch in length. Often with a model like 
this there is a lot of variation on how the model can be assem- 
bled, but for this one, between the posts and the channels for 
legs under the body, this guy goes together solidly and with very 
little play. The legs themselves are very sturdy and more the 
adequate for the job. Although you can bend the legs if you 
really had a mind to, I don’t think it will be happening acciden- 
tally or with casual use. All in all, this is a very impressively 
engineered model. 


3181 Angelic Wings (4) $9.99 
Sculpted by Various Artists 
This blister is for the conver- 
sion experts out there. There 
are four sets of wings in the 
package, and all are different. 
Each set comes as a single 
piece, which should help some 
with the conversion process. 
The largest set of wings meas- 
ures about two and a quarter inches tall and a bit over two and a 
quarter inches wide. The smallest set is just over an inch tall 
and two inches wide, and the other two sets fall somewhere in- 
between. All the sets have different size and shaped balls or 
posts to attach to the back of the target model. The usefulness 
of these will depend on the model you are modifying; in any 
case I would think that you will want to add a pin or two of you 
own. With these pieces, those of you with a lot of imagination 
and drive can really come up with some unique models. 
versions, you get four distinctly ln.) fe 
different wings (one I specifically 


remember from a Reaper gargoyle). If you’re building a unit of 
winged guys for a fantasy game (or maybe a special unit of 
chaos close assault marines for 40K these would work find and 
even though they are not identical models I think they’d look ok 
all in the same unit. 


3182 Demonic Wings (4) $9.99 
Sculpted by Various Artists 

Right on the heels of the Angelic 
Wings we have a selection of bat 
like or demonic wings. Again, 
mainly for those looking to do con- 


3183 Gabriel Darkblood, Vampire $5.99 
Sculpted by Bobby Jackson 

Gabriel is definitely the 
type of vampire that you'd 
expect to get stuck right in 
the middle of a massive 
fight, leading his evil 
army on the field of battle. 
This is a_ single-piece 
model that’s wearing 
heavy plate armor and his 
long cloak is flowing to 
his side. His sword was 
slightly bent in the pack- 
age. If you see in the pic- 
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ture the middle of the sword is right at about the same position 
as the end of hic cloak and that’s right where the sword narrows 
for a bit. This is where the bend was and even though I got it 
straightened out it seems like the model likely place for a break 
in the future. 


There was a slight mold line running down one side of his face 
that you'll need to be careful with when cleaning so you don’t 
mar the figure. There were also a few bits of flash here and 
there but nothing extreme. His mouth is open and at first I 
thought that his fangs were not sculpted but they are and they 
are very, very small. An ink wash, or tiny brush, will bring 
them out but they are not the big oversized fangs that you might 
otherwise see on a vampire figure. They are understated and the 
figure works well that way a you can already tell that he’s an 
evil dude without even seeing them. His post just screams to me 
that he should go at the head of an army (skirmish or massed 
ranks, take your pick) and he'd be right at home there. 


3184 Varessh, Female Demon $5.99 
Sculpted by Jim Johnson 
This model took me a tad 
by surprise as she is wear- 
ing a piece or armor that is 
not like any armor I’ve 
ever seen. She comes in 
two pieces, and has an 
attached metal base of 
sufficient size to make her 
stable. One of the pieces 
is of course her set of de- 
monic wings, and in truth, 
the wings are the only 
thing that — specifically 
marks her as demonic, so there is the potential of using her as a 
human warrior if you didn’t want to use the wings (you would 
probably want to fill the socket on her back in this case). I said 
that there is not anything that marks her as demonic, but as I 
mentioned, her armor definitely marks her as exotic. Seems she 
is only half convinced about the usefulness of a breastplate, so 
she wears only a half a breastplate, leaving only a bare breast 
on the other side. So she is a very odd combination of fairly 
heavy armor and bare skin. Obviously not a lady bothered by 
inhibitions. The sword is fairly easily bent, and in fact I had to 
straighten in out of the blister. Mold lines are not an issue on 
the model and since thee are only a few spurs of metal that are 
easily cleaned off, she can be prepped for assembly and/or paint- 
ing in very short order. This is a fun model that ought to crate 
something of a stir when she appears. 


3185 Bergun Sunblaze, Priest $3.99 

Sculpted by Bobby Jackson 

As you can infer by his name, Bergun is a priest of a sun deity 
and his armor and hammer are stylized to show that. He holds a 
holy symbol up in his left hand, presumably turning some close 
undead, and his right holds a hammer that comes as a separate 
piece. Detail is great, especially the face, and there are lots of 


Unpainted figures got you down? 


extra bits of stuff on this 
guy. There is a long scarf 
that's wrapped around his 
neck and is draped down 
both sides of the model. A 
large book, surely a holy 
text, is on his left side and 
there are scroll cases and a 
chalice on his left side. I 
was just not totally sold on 
the stylized effects on the 
armor and hammer. They 
are good and nicely detailed 
but maybe just not my cup of tea. No assembly problems and 
cleaning was barely needed. Just one faint mold line on the 
cloak. 


3186 Wizard and Apprentice $12.99 
Sculpted by Manor/Valley 
This is a pretty neat set. There are 
four pieces in all, one of them be- 
ing the Wizard model suitable for 
roll playing games all by himself. 
The other three pieces include the 
apprentice (no, its not Mickey 
Mouse for all you old timers), a 
very nicely done pedestal table 
(complete with a rat nibbling off a 
diner plate that has yet to be 
cleared) and a huge tome 
(presumably the wizards spell 
book) that is being held by a goblin 
looking servant or familiar. One cool aspect is that the wizard 
has his hand out in front of him as it casting a spell, but if the 
base is pushed up against the tome (whose base happens to mate 
up with the wizard’s) then suddenly it is as if his hand his lov- 
ingly scanning the words in his book. All the pieces are filled 
with clean crisp detail with very little excess metal that needs to 
be cleaned off.. None of the pieces have a balance problem nor 
do any have any weak spots. The set in its entirety would work 
really nicely in a panorama. 


3187 kal’Valantis, Lich Queen 

Sculpted by Bobby Jackson 

The first thing I thought of when I saw this model is “Wow”. 
This is one ugly looking lady that you might be well advised not 
to mess with. She comes in a total of six pieces, though only 
half of them are actually for her. Two of the pieces are the 
wings and body of her little demonic sidekick which is a pretty 
cool little model in its own right (though its base size is small 
enough to give it something a balance problem). A third piece is 
an artifact (a large crystal on a bone stand), and again, it is a 
pretty little addition. The final three pieces are her torso, a set of 
very wicked looking claws that attach to her back, and a piece 
that includes her head, left arm, and two very long braids of hair 
that end in spikes. The braids are not overly rigid, so they bend 
rather easy, but seeing that it’s just flying hair, being straight 
is hardly a priority. The rest of her is plenty strong, though 
the joint between her back and the large set of claws that 
attach there might be a bit precarious, so make sure you are 
generous with the super glue there (or better yet, pin it). 
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There are lots of spikes on this nightmare lady, so you will find 
a few small streamers of metal that will need to be cleaned 


away. The only mold lines I found were on the claw rack on 
her back, besides that she was pretty much free of them. This is 
a cool set that is more that just what you see in the package title. 


3188 Gagnar Scragslayer, 1/2 Ore $3.99 
Sculpted by Ben Siens 
This ugly bugger has a 
separate left arm that car- 
ries a pistol (a lefty!) that 
attaches easily to the 
shoulder of the body. He 
wears a sleeveless shirt, 
that's open to show off his 
ripped chest and abs, 
along with pants and a 
sash. His bare feet stand 
on a base that's made up 
to look like the planks on 
a ship. Nice extra detail 
there. He has pointy ears and a scraggly beard along with two 
large teeth that stick out from his lips. There were a couple of 
mold lines (mostly on the sword and between his legs) and one 
piece of extra metal that needed to be clipped off of the 
base. Some might see this as heretical-speak but I think that 
many of the recent Reaper pirate types, especially this one, 
would work perfectly if added to Privateer Press’ new pirate 
faction for Warmachine. 


3190 Blacktongue, Gnoll Ranger 

Sculpted by Tre Manor 

I'ma big fan of gnolls (and still have a sizeable Naresh army for 
Chainmail that I break out for 
use in D&D and maybe they’ll 
see table time in another game 
too) so any new hyena- 
humanoids are automatically 
good in my book. This brute is 
a two-piece model with the bow 
and left hand coming attached to 
the base but needing to be 
clipped off and attached to the 
rest of the model. He wears 
chainmail armor, which I’ve 


found to be pretty common for gnolls, and three's a lot of visible 
fur. I think that he’ll paint up easily to a good standard. The 
model has some other gear like pouches, a quiver and a short 
sword in a scabbard and I like the pose where he’s reaching 
back to pull an arrow from the quiver. He did need a bit of 
cleaning as there was a small web of metal in the void between 
his arm and quiver but otherwise he was pretty clean and assem- 
bly was a snap. 


3191 Skarne the Reaver, Blackguard 
Sculpted by Bobby Jackson 
Skarne is the ghost of Christ- 
mas Past, only in heavy ar- 
mor and not so ghostly. He 
is a three pieces model with 
an attached integrated base. 
The wicked scythe looking 
weapon he is in the process 
of swinging, is one of the 
pieces and has attached to it 
both of his hands. It con- 
nects at his wrists both with 
significant ball in socket 
joints. The remaining de- 
tached piece is he rough 
vampirish cape. The cape is 
made in such a way that if you like the model better without it, 
you need not use it. The two detached pieces come attached 
together with metal stubs that will need to be cleaned off, but 
besides that there was little in the way of flash and molds lines 
to take care of. He is a bit of a beefy model so you are not likely 
to have balance issues or issues with any weak points (and that 
can be said with or without the cape). He does have some 
prominent spikes on his shoulders pads that will definitely make 
their presence know should you pike in up too fast and have 
your fingers in the wrong place. This guy could do well in a 
number of bad guy rolls and/or he could be an excellent dark 
paladin. 


3192 Alustan Nightbreaker, Paladin 
Sculpted by Bobby Jackson 
Coming in three pieces (right 
arm, left arm, the rest of the 
figure) Alustan is wearing lots 
of heavy plate armor and would 
also make a great fighter. He's 
in an action oriented pose that 
has the figure running forward 
with his sash flowing between 
his legs while his right arm 
holds his sword above his head 
and his left is balled into an 
armored fist. After putting him 
together I was a bit surprised 
that he wasn't carrying a 
shield. It's easy enough to put 
one on the left hand and it will 
look natural there if you decide 
to do that. The sword is big 
and chunky and I like it's look 
a lot. His armor is covered in 
many rivets and also has some 
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decorative work sculpted on his knee plates, the face of his hel- 
met and on the sword. All will be easy to pick out when paint- 
ing. Both arms fit onto the body where little pegs meet up with 
small notches. This guy can be as easy or as difficult to paint as 
you want to make him. There's plenty of armor that can be 
painted either in NMM or metallic paint schemes. The anima- 
tion is good. There was only one tiny bit of flash on the body 
and both arms had faint mold lines that cleaned up quickly. 


3193 Carinth, Dark Elf Sorceress $3.99 
Sculpted by Jeff Grace 
Here we have a scantily 
clad (showing off some 
butt-cheek, cleavage and 
more flesh than armor) 
dark elf (who could really 
pass for any kind of elf, 
but she does have one 
foot standing atop a pile 
of skulls so maybe that 
wouldn't go over too well 
for a tree-hugging wood 
elf). Her staff was 
slightly bent in the pack- 
age but I was able to get 
it back into alignment 
without breaking it. The shaft of the staff is on the thin side 
(actually, it's very appropriate for the hand of the figure) and 
could be prone to future bending if you're not careful. Cleanup 
with her was a breeze and the only mold line that I found was 
along the top edge of her sword and there was no flash to be 
found. This is a very cleanly detailed figure that I found nothing 
wrong with at all. The face is especially well done and her 
pointy ears can be seen pointing out from underneath her long 
flowing hair. There are webs sculpted onto her bustier and knee 
plates but these could be painted up to be just some detail of the 
armor if you want to steer her into a non-dark elf direction. Her 
sta! topped by an orb that has a spider on top. Ok, maybe 
that" steer her back towards a dark elf, but you could leave it as 
is if you like or modify it on your own. There's nothing saying 
that a non-dark elf can't have a spider for a familiar. 


3195 Galarian Moonstone, Elf 

Sculpted by Bobby Jackson 

Galarian is a model that I can see being a favorite model among 
players of roll playing games. This is like the perfect Elf Char- 
acter model with his fighting action stance and adventurers out- 
fit. He is a single piece solid cast model with an attached metal 
base. His base is big enough to keep him upright, but even bet- 
ter, it is cast very thin so even if you mount him on a secondary 


base, the base 
will look natu- 
ral. The only 


real clean up on 
the model is a 
post that sup- 
ports his sword 
arm and goes 


down to his 
right leg. His 
slender long 
sword looks 


fragile, but I was rather surprised at how rigid it is, so I don’t 
think that it will be easily bent (so rigid in fact that I wonder at 
the necessity of the supporting post). His shield is a very unique 
and very “Elvin” looking so that only goes to accent his charac- 
ter. This model could fill a large number of roles, but I think my 
personal favorite would be as a ranger of fighter. 


3196 Petra, Gnome Sorceress $3.99 
Sculpted by Sandy Garrity 

This little miss is standing with a staff 
in one hand and a large book, well 
large for her, in the other. She wears a 
long robe and there are raised details 
on the head of her staff. Her hair is 
split into two pigtails. The staff was 
slightly bent in a couple of places 
when it came out of the package but 
there were just a few small bits of flash 
on the staff and no visible mold line. 
The pose is kind of plain but the detail 
is good and there’s certainly nothing 
wrong with the figure. It’s just not 
very dynamic. 


3197 Thelgar, /% Ore Barbarian $5.49 
Sculpted by John Manor 
Here is another model that 
really fits the bill for a player 
character model in an RPG 
game. Half Ores and barbari- 
ans are obviously a natural 
match, but this guy has the 
added advantage of actually 
carrying the type of gear that 
you might expect a character 
like this have. Plus I person- 
ally like Half Ores that dis- 
play more of their human half 
which may help them mingle 
a little better in human society (though they are still not likely to 
be winning any awards from Martha Stewart). This model 
comes in two pieces. His six foot long heavy axe, with both 
hands attached to it, is the pieces that will need to be glued on. 
The piece attaches at the wrist and forearm with nice ball and 
socket joints making it a good solid piece. The haft of the axe is 
a bit thin so I had to do some straightening on it when it came of 
the blister. This however is not an issue once assembled as the 
axe is attached at both ends to the main model. That is really the 
only issue with the piece as there are no mold lines and the only 
flash to be found are a couple slivers on the axe. This is a cool 
model that can easily find a home in most any RPG game. 


3198 Talathlan, Elf Ranger $5.49 

Sculpted by Bobby Jackson 

Talathlan is a single piece solid cast model that has an attached 
metal base. He is actually a pretty big model for an elf standing 
an inch and five eighths tall. The detail on this guy is also a lot 
better than you may be used to seeing on you standard Elf 
Ranger. In fact the armor on this dude is very “elvish” and very 
orate making this guy one my more favorite elves I’ve seen 
recently. I could only find a few traces of mold lines here and 
there and the only flash was a small steamer at the tip of the 
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recurve bow. His facial 
features are also very 
distinctive and pro- 
nounced, again making 
him a very memorable 
model. His bow looks 
slender, but it is decep- 
tively sturdy, and it is 
doubtful that it will be 
damaged in normal use. 
As for the rest of his, 
there are definitely no 
strength or balance is- 
sues. I really like this 
model as a player char- 
acter, his distinctiveness 
really gives this guy a unique and excellent look. 


3199 Tolgh, Minor Demon $3.99 

Sculpted by Jim Johnson 

Hmmm, this looks like a guy I 
might need multiple copies. Or 
maybe if I’m lucky, we will see 
more of his ilk in the future. I 
mean, a small group of these fight- 
ing together would be just too cool. 
This is a one piece solid cast model 
with an attached integrated base. 
This cloven hoofed warrior may 
not be the biggest of hell’s min- 
ions, but what he lacks in size he 
makes up for in determination. At least, that is what the expres- 
sion on his face leads you to believe. This particular model did 
not require any straightening, but I can see the sword he holds 
over his head being bent towards his head without too much of 
an accident. His shield looks like it’s made from the back of a 
turtle of some other like creature. I could find no hint of mold 
lines on him, and only a couple threads of excess metal on him 
making him virtually ready for painting right out of the blister. 
If you can’t tell, I want a bunch of these dudes. This is a type of 
bad guy that I could get a lot of mileage out of. 


3200 Benedikt, Evil Warrior $6.99 

Sculpted by Sandra Garrity 

This is a two piece solid cast model that comes with an metal 
base as part of the model. Right arm, and the sword it holds, 
comes attached to the base by a small stud which needs to be 
clipped off. The arm then attaches at the shoulder in a very nice 
socket that does a great job of hiding the joint. This guy is about 
as heavily armored as they 
come, and is covered in fine 
detail that leaves no doubt 
about lack of desire to be a 
choir boy. He is in fact so 
heavily armored that I could 
see this guy being a construct 
of some sort rather that a living 
breathing bully (though that 
works too). He is solid chunk 
of metal that wont be easily 
damaged, and I think his base 
is big enough to prevent him 
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from being top heavy. He is however another of those models 
that have enough spikes on them that you will definitely remem- 
ber where you put him should you accidentally sit on him. Mold 
lines and flash are not an issue with this guy, so beside the little 
stud on the base, he is almost ready to go out of the blister. 


6060 Dwarven Engineer & Crew $12.99 
Sculpted by Bob Olley 
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These four guys originally came with a large cannon but can 
now be had without the artillery if you have a different device 
that you want to use them with. Since you’re getting guys with 
cannon-type accessories (one with a ramrod, one with cannon- 
balls and one with a torch) you’re probably going to want to use 
them with another cannon, but they could certainly be used as 
dwarven engineers as part of an Empire army in Warhammer 
Fantasy Battles. The leader is my favorite of the group and he 
carries a spyglass and is targeting an enemy in the distance. He 
could be used as a player character model as could the one with 
a torch. He’d make a good dungeon-delver if you put a weapon 
into his other hand. The other two are pretty fixed to a crew of 
guys that are in charge of some kind of siege engine. 


~. 


6061 Skeleton Engineer & Crew $12.99 
Sculpted by Ed Pugh 


Like their dwarven counterparts the skeleton crew come with 
four single piece models that used to be part of a war machine 
set. You get two with large stone mallets, one that’s clearly a 
leader type that’s pointing at some target in the distance and one 
that wears a helmet and carries a weapons that looks like a giant 
back-scratcher. Three (hammers and leader) could easily find 
their way into a standard unit of skeletons. 


6062 Battle Nuns & Mother Supperior $12.99 

Sculpted by Werner Klocke 

These ladies might be Nuns, but they also don’t seem to mind 
showing that they are also women (and tough ones at that). Four 
solid cast single piece models come in this blister, and all are 
different. Two of these ladies are armed with swords (though 


different kinds of swords), another with a spear, and the last one, 
which appears to be the leader, with a barbarian sized battle axe. 
All have something from light to medium armor along with their 
habits. Some of the weapons may have to be straightened when 
the come out of the blister, but besides that, there are no other 
parts that are easily damaged. All four models have attached 
bases that are part of the casting, and all four only have the 
slightest hints of mold lines (not to mention that there are only a 
few pieces of flash spread here and there through the pieces). 
The bases are small enough on these ladies that several of them 
are easily knocked over, so my recommendation is to mount 
them on secondary bases, and if you are going to do one, you 
might as well do them all. The detail on these models are better 
than many of the “fighting Nuns” I’ve seen, and I really like the 
originality in what they are wearing. This is a very cool squad. 


14355 Dendris, Elf Mercenary Solo $4.49 

Sculpted by Bobby Jackson 

This elf, dark elf if you go by the data card that's included with 
the model, comes in two pieces. Both arms and their weapons 
are connected across the forearm and connect to the body at the 
mid upper-arm area right around the biceps. The Reaper web- 
site credits Gene Van Horne as the sculptor but the blister says 
that it's Mr. Jackson's work so I'll stick with that. Dendris (an 
assassin in Warlord) carries several weapons and clean details 
that should be easy to pick out when painting. Part of his head 
is shaven while the other part has long locks that flow down 
over the left side of his face. I'm not sure about the pose. I like 
the crossed arms thing 
with the mini-crossbow 
in one hand and the 
sword in the other, but I 
think he's leaning over a 
bit too much and unless 
he's shooting at someone 
that just got knocked to 
the ground. He had 
some bits of flash and 
there were a few visible 
mold lines that needed to 


be cleaned up. 


14356 Haranobu, Mercenary Captain $5.49 

Sculpted by Jason Wiebe 

Haranobu is a solid cast model that comes in four pieces plus a 
square plastic slotta base. Also included in the blister is the 
Warlord data card that identifies him as a Neutral Mercenary. 
Three of the pieces come attached on a common sprue and in- 
cludes his sword (and the hand holding it), the standard that at- 
tached to his back, and a part that attaches to something I can’t 
really identify in his left hand (a riding crop perhaps? Or some- 


thing a samurai might use 
that I am not familiar with). 
The mold lines on him are 
slight, and the only other 
excess metal is the sprue 
itself which can be taken 
care of without too much 
difficulty. As is the norm 
for Warlord models, this guy 
is covered with good detail 
that will keep detail painters 
busy at most any level. 
There are no areas or parts 
of the model that will be 
easily damaged and even 
with the banner attached to 
his back, there are no bal- 
ance issue with the model. 
This is a good model that 
would also work well in an 
RPG game (although I might lose the banner in that case). 


14365 Imp, Darkspawn Grunt $5.49 

Sculpted by Gene Van Horne 

This little bugger comes in four pieces and a Warlord data 
card. The text on the back of the data card is very clear and easy 
to read and gives you all of the beasties stats. The first thing 
you'll notice upon breaking him out of the blister is that it comes 
with three heads to choose from when putting the model to- 
gether. The ones not pictured are different enough to give you 
some variety when putting together multiple models of the same 
type but not so different that they won't look good mixed in a 
unit. The left leg is a separate piece and both legs end in cloven 
hooves. The figure is at- 
tached to the base at two 
small points along his tail to 
give him a flying or jumping 
appearance. Each part of the 
figure fit into place just fine 
and cleaning was limited to 
some flash here and there but 
nothing really significant. In 
addition to his normal role as 
a grunt in the Darkspawn 
army he would do very well 
as a familiar to a spellcaster in 
any fantasy rpg. 


30006 Magnus, Vampire Hunter (54mm) 

Sculpted by Bobby Jackson 

This is the first figure in the Master Series line that I’ve (Mark) 
had a chance to look at and handle. This guy is from a modern 
setting and comes in six pieces (base, tombstone that goes on 
base, a shotgun, both arms and the body). The most visible 
mold lines were on the arms and shotgun but they cleaned up 
easily enough. He wears a long trenchcoat, goes into battle 
shirtless and wears a crucifix on a necklace. His facial features 
are crisp and very well defined, as are his abdominal muscles 
which are ripped! A mallet along with several wooden stakes 
are on his belt and a nice added detail are the buttons that go up 
the sides of his chaps. Id really like to see this guy in 28mm 
scale. The 54mm version is great for painters that want the chal- 
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HFZ203 Zombie Suzi £3.00 

Sculpted by Kev White 

The zombification process of Hasslefree adventurers continues 

with miss Suzi that apparently has lingered too long in the vicin- 

ity of the walking dead. This single piece model carries none of 
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like one sock up and one sock pushed down like a real person’s 
might be after being through the wringer. I like the zombie ver- 
sions of all of the adventurers so far and Suzi is a good addition 
to the group. 


HFA026 Tony £3.00 
Sculpted by Kev White 
If you saw Shaun of the 
Dead (and if you haven't 
you need to) you'll re- 
member Shaun's portly 
friend that sometimes 
seemed unreasonably dis- 
tracted by talking to his 
friends on the phone while 
zombies were attacking 
and lacking any social 
graces whatsoever. Well, 
Tony is a very close ver- 
sion of this (not enough to get into IP trouble of course) who 
carries a golf club and is in mid-text message. He’s very much 
an everyman (well, if every man was rotund, out of work and 
generally a big ass) hero who’s shirt is straining to contain his 
girth. This is an exceptional model that could find use as a re- 
luctant hero or a citizen in a modern horror or even a super-hero 
game. The backwards hat and ripples in his shirt and pants add 
good added details to the figure. 


HFHO007 Cheerleader £3.00 

Sculpted by Key White 

This girlie has usability 
in a variety of platforms. 
First, if you need a vic- 
tim for the zombies to 
close in on I can hardly 
think of anything better 
than a cheerleader. Ad- 
ditionally, you could use 
a couple of these on the 
sidelines of your favorite 
fantasy football team to 
encourage the boys to 
really bash up their oppo- 
nents. She has a lot of 
exposed flesh and wears some really tight short-shorts. She’s 
also very well proportioned but realistically so. She doesn’t 
suffer from having beach balls stuffed in her shirt and looks 
quite natural. She'll definitely make a good addition to any 
modem game where you need another victim. 


HFA025 Suzi (b) £3.00 

Sculpted by Kev White 

Kev’s done a simple, well what's 
simple for Kev would a task that I 
wouldn’t even contemplate tack- 
ling, weapon swap and has taken ~ 
the original’s SMG and replaced 
it with a katana. The rest of the 
figure, including the stance, is the 
same and it works just fine with 
this new weapon too. I have and 
use the original in my APAC 


army for Rezolution and can see easily adding this one to the 
mix also. It’s an excellent alternate sculpt and I’m definitely in 
favor of seeing more of the adventurers with alternate weapons 
or in different poses. 


HFL400 Shetland Pony £3.00 

Sculpted by Richard Ansell 

Aww man, how am I supposed to use this pony after my daugh- 
ter has seen it? This squat equine has a large belly and is really 
trying to put some space between it and something else. The 
face (yes, ponies have faces just ask my daughter) almost looks 
like it’s smiling to me or maybe that’s a look of nervousness or 
just gas. I can see using this excellent model as a mount for a 
dwarf of maybe a couple of halflings. The physical features are 
done wonderfully and even though it’s a simple figure, meaning 
there’s no saddle or other adornments, it’s well worth looking at 
if you need a noble steed for a little person. 


HFE006 Shimmer (b) £3.50 

Sculpted by Kev White 

This is one dynamically posed miniature, that’s for sure. It’s 
also a new pose for an existing character and this one is perched 
atop a tree stump and is finishing off a swing across what is 
probably the midsection of a large foe. She’s not wearing a lot 
in the way of armor but looks to be built more for speed than 
taking a beating. Simply a gorgeous and superb model. 
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CONVENTION 


This was my first experience at ReaperCon, and I have to say that it was an eye 
opening experience. The folks at Reaper have really got their act together. Not 
only did we get a close up introduction to sculpting, painting, gaming and such, but 
we also got to look around the factory floor to see the whole story of how all these 
models that we know and love so well go from the sculptor’s table to a product in a 
blister. It was all a fantastic experience that I would highly recommend to any seri- 
ous gamer or modeler. 


Apart from the wonders of the artist and factory floors, there were games going on 
or being planned at every turn. One that I had not yet seen was a game coming 
out called Reich of the Dead. This game looks like it is a real hoot and seems to 
have an easy flow to it. David Bennett was running the game and there were at 
least a half dozen players that controlled human forces and David apparently ran 
the hordes of zombies that kept continually popping up in all quarters. 


Reaper also gave us a sneak peak at an exciting new line coming out called Legen- 
dary Encounters. This is a line of Pre-Painted plastic miniatures that really has the 
potential of completely changing the miniature market. I mean, if you wanted to 
quickly get into a game, which would you rater have, metal model that you need to 
assemble and paint, or a plastic army that is ready to play with the moment you buy 
it? Oh, and by the way, the pre-painted plastics are cheaper. I think all us old time 
gamers will never completely give up on our metal unpainted figures, but I am also 
open-minded enough to see that these pieces sure will save time be a great way to 
get hordes of painted stuff on the field without the months of painting time it nor- 
mally involves. As far as I’m concerned, I say SIGN ME UP. 


There are many advantages to living in North Texas and probably the best if you’re a miniature enthusi- 
ast is that ReaperCon (and the whole Reaper Miniatures facility) is quite easily accessible. ReaperCon 
is an annual event where Reaper Miniatures throws open their doors to players, painters and sculptors 
for several days of, well, gaming, painting and sculpting. You're able to get painting tips from 
Reaper’s staff artists and can even refine your sculpting skills from a listing of industry all-stars. I’ve 
purposely left off names here because I'd rather not offend anyone if I forgot to mention them, but rest 
© assured it’s like walking around miniature gaming royalty there. I got to go last year and this was 


REPORT 


As fascinated as I still am by the sculptors 
and painters my main goal for today was to 
see some of the pre-painted plastic stuff up 
close and personal. 


Reaper is starting off with their Dark Heaven 
ae _ = line of figures and will then be moving into 


the Warlord stuff depending on how the mar- 
ket reacts to the first offerings. The plastic 
that these are made out of is not quite as rigid 
as the stuff that GW makes their plastic fig- 
ures with and not as bendy as the clicky-figs 
or the WOTC ones. It’s somewhere in be- 
tween but, while I did notice that you could 
bend the spears without breaking them none 
of them were pre-bent like you'll find with 
some of the softer plastic figures. 


Are the paint jobs anything 
like what the “professionals” 
are going to do after slaving 
away for dozens of hours on 
one figure? No, absolutely 
not, but I don’t think that they 
are supposed to be and the 
painter or artist community is 
probably not the first on 
Reaper’s list of consumers of 
this line of figures. I got to 
hold several of them in my 


We also got to see the rows of painters and sculptors hard at work. For my part, I 
could easily sit and watch the sculptors for hours. I guess that is one hobby I have 
yet to dive into so it still fascinates me. Some of these folks (both painters and 


sculptors) were walk ins some were invited for the event, and some were staff. 
There was enough mental concentration in that room to make a Jedi envious. 


hand and examine them up close. Colors are 
blocked out and if you wanted to you could 
probably dip them to bring out more shading 
and detail but I'd be very ok having them on 
my gaming table and for what’s close to half 
the cost of unpainted metal. No, I can’t see 
me abandoning the painting side of the hobby 
at all, but this would allow me to play more 
and I think that pre-painted Warlord starter 
army boxes would give that game a big shot 
in the arm. 


Above, and on the next page, are some pics of 
recently mastered models that have been 
primed for picture taking and will be out in 
the near future. 


The next thing that I loved watching was the Warlord tournament going on. There 
were a whole bunch of 4’x4’ tables with a very large variety of terrain. The armies 
involved looked like they covered the entirt trum as well. The object was to get 
off the far end of the table while inflicting as much damage to your opponent as pos- 
sible. Needless to say there was plenty of hacking slashing and mayhem to go 
around. 


The Reich of the Dead game (next page for 
more pics) looks like that it will be a one-off 
game with a fleshed out background, a rule 
book, and a small line of figures. The pic- 
tures are using painted up zombies from the 
Zombies (imagine that!) boardgame but the 
final ones for the game will be in the stan- 
dard scale that you're used to from Reaper. I 
got a look at one (a German officer that’s 
been zombiefied, sculpted by Bobby Jack- 
son) and it’s up to their usual standards for 
detail. The game will be set during World 
War II and will be very Pulp-oriented, mean- 
ing lots of super-science gadgets, heroes and 
hordes of walking dead...and tanks on both 
side of the board. Looks to me that it will be 
a notch above a “beer and pretzels” game and 
maybe not quite as detailed as a full blown 
set of tournament-ready miniature rules. I 
hope that it goes over well and we see other 
one-off books and lines of figures. 


Here, and above, we have some figures that were en- 
tered into the painting contest. I particularly like the 
CAV model (left pic, center) that’s painted up like an X- 
Wing Fighter from Star Wars. The one above is from 
Reaper’s Master Series Miniatures line and was just 
stunning to look at. You can see all of the entries and 
the winners at www.reapermini.com in the ReaperCon 
section. Truly magnificent stuff and “Cthulhu’s Day at 
the Beach” that you'll see there makes my chuckle. 


There was also 
~ this one table 
that by far was 

my favorite, 
“jjand that was 


the dungeon 

crawl table. 

“f2) This table was 

loaded down 

with terrain 

are pieces made 
aie aN from Hirst Arts 
3 molds. Being 


i 
1 a big Hirst Arts 
i fan, I know 
© how much time 
and effort went 
into this table and I simple have to tip my hat to the dedicated individual (or 
individuals) that but this work of art together. I now have a new life goal to 
see if I can build up something similar. All in all I was hugely impressed with 
everything I saw going on there at Reapercon, and the facilities in general. The 
folks there at Reaper really did an outstanding job putting it all together. I was 
genuinely disappointed that Mark and I hadn't planned on staying longer and 
perhaps even joining in on the gaming. I guess there is always next year. 


Clay Richmond 


The Reich of the Dead board had a huge bombed 
out building (along with several smaller ones) that 
could all be entered by models. The one below 
(center) was just phenomenal. It was built mainly 
out of foamcore and had lots of places to take up 
firing positions against the undead horde or get 
swarmed by them, either could take place. 


Reaper had Sonic, a burger joint that’s above the 
likes of McDonald’s and Burger King but not like 
a regular sit-down restaurant, cater the convention 
and periodically you could see Sonic-girls skating 
around the place delivering food and even playing 
a game. I was told that in the games of Reich of 
the Dead that they played in the Sonic-girls were 
unbeaten! 


ReaperCon is definitely smaller than a regular 
regional convention and it has an intimate feel to 
it. You are rubbing shoulders with people that 
might otherwise be considered “special guests” at 
larger conventions and everyone is very friendly 
and willing to talk and share their secrets (I found 
the painters and sculptors especially willing to talk 
about their craft and skills). Heck, it’s worth com- 
ing down just to be able to roam the operations 
floor and buy anything from their line of minia- 
tures. It’s really an opportunity to look behind the 
curtain of one of the leaders in the industry in 
which we love to play. 


Mark Theurer 
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34206 Razorback 
£25.00/€37.50/$50.00 


34510 Venom Drake 
£25.00/€37.50/$50.00 


34412 Typhoon 
£25.00/€37.50/$50.00 


34107 Pacifier 
£25.00/€37.50/$50.00 


34104 Sabre 34607 Titus IV Scorpio 
£25.00/€37.50/$50.00 £25.00/€37.50/$50.00 


34602 Legionaries 3605 Legionary Exo-Suits 
£20.00/€30.50/$40.00 £20.00/€30.50/$40.00 
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FFG VA-28 Descent: The Well of Darkness 
Fantasy Flight Games $39.95 


This box set is an 
expansion to De- 
scent: Journeys in the 
Dark and requires the 
base game to play 
with. Inside the box 
you'll find a full 
color rulebook (not 
nearly as large as the 
one in Descent be- 
cause they don’t re- 
peat any of the basic 
tules of the game), 
four sheets of thick 
cardstock boards that 
you'll need to punch out, six new character reference cards, a 
stack about 2” thick of cards, and thirty-three new plastic minia- 
tures. The box has a cardboard insert that takes up most of the 
room inside and the box itself is easily 2-3 times larger than it 
needs to be to hold all of the bits that come inside. Ok, that’s 
not entirely true. The rulebook and thick cardboard sheets are 
made to a length and width to fit perfectly inside the box so 
those dimensions of the box are understandable, but the extra 
depth of the box is really not needed, even with all of the minis 
you get. 


Six of the figures match up to the new characters and they are 
molded in grey plastic. They are made out of the “bendy” plas- 
tic like the green army men that you might have grown up play- 
ing with, but they hold a pretty good amount of detail and are 
certainly passable for a board game. The six hero figures are 
easily matched up to the artwork on their cards and you can 
paint them if you like. I’ve seen some impressive paint jobs on 
these guys by fans of the game so if you want to go that extra 
mile it’s very do-able. 


The other figures make up the new monsters in this expansion. 
There are only three new monsters, though, but they come in 
two colors; red and white. The red ones represent more power- 
ful versions of the monster while the white ones are standard 
monsters for that type. There are three (2 white / 1 red) golems 
who are strong and tough, eighteen kobolds (12 white / 6 red) 
which really caught my eye because there are two of the little 
buggers on each base, and then you get six ferrox (4 white / 2 
red) which are a monster that a wizard made out of ones that are 
in the base game. 


I'd definitely recommend using any of the figures in a D&D 
game and many of them can find usefulness in generic fantasy 
miniature games. One thing that they do suffer from, and this is 
true of the figures in the base Descent game and also the Doom 
game, is that the bases of some (usually the larger figures) have 
a tendency to warp. This can be remedied by plunging them 
into boiling water and then holding the base down flat as it 
cools. It’s a step that I’d rather not take with miniatures, and 


certainly wouldn’t be ok with doing it for standard tabletop 
gaming miniatures. I’m also very ok with leaving them as-is 
and just playing the dang game. 


The new cards include lots of new skills, equipment, spells, 
treasure and terrible things for the Overlord to do to the players. 
If you’re new to Descent it may look like a standard dungeon- 
crawl kind of game and you could get the impression that it’s 
just D&D-light but there is no challenging DM in Descent. The 
game always pits the heroes against the Overlord. I know 
you’ve probably played with some DM’s that acted like this 
(instead of honestly challenging and fair) but this is the whole 
basis behind Descent. The Overlord player is trying to beat the 
heroes and can do anything that’s fair in the rules to crush them. 
The heroes are trying to beat the Overlord and his monsters and 
traps and successfully finish the mission that they’ve started. 
It’s a game that has a very confrontational side but there’s also a 
cooperative aspect to it if you’re on the heroes team. Don’t get 
bent out of shape because the Overlord dropped a 10-ton boul- 
der on your warrior or zapped your thief with a lightning bolt, 
that’s what he’s supposed to do. Ok, back to the cards. One of 
the main rule additions to this expansion is the addition of 
Treachery points for the Overlord. This allows him to seed the 
deck (what he uses to spring monsters and traps on the heroes) 
with a certain number of specific things that he wants in there. 
It’s a nice touch but doesn’t open the floodgates for the Overlord 
because it’s still a random draw as to what will come up for him 
to use. 


The cardboard pieces are easily removed from their frames and 
none of them tore at all. They are all very thick and will stand 
up to a lot of use. None of my card pieces from the base game 
have warped at all and I’d expect the same long life out of these 
pieces. About % of the new pieces are for rooms and hallways 
so you're not dramatically increasing your total floor space by 
much, 


None of the new rules are hard to digest and the addition serves 
its intended purpose, which is to add on to the base game with 
new stuff. It does this quite well with multiple new scenarios, 
new characters, new rules and lots of other stuff to play with. If 
you're a miniature gamer that’s looking for a dungeon crawl 
kind of game then I'd suggest you start with the base Descent 
set first as this is unplayable without it. If you’ve already gotten 
the base game then this is a great way to add to it that’s not very 
expensive considering how much we spend on individual figures 
sometimes. 


Review by Mark Theurer 


HorrorClix Starter Set 
Wizkids Games $14.99 


HorrorClix is WizKids latest game using their clicky-based pre- 
painted miniatures. It’s theme, as you can guess, is horror mov- 
ies and stories. Some of WizKids clicky games have been more 
successful than others and I'll be taking a look at the basic Hor- 
rorClix set and see how it stacks up as a game for miniatures 
enthusiasts. 
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The Miniatures 

To be honest, the first thing that came to mind when I saw the 
miniatures was, “Hey, they’re not that bad” but that’s really sort 
of a backhanded compliment and isn’t a fair way to assess them. 
You get six figures and three pieces of terrain. The terrain con- 
sists of a large haunted tree sort of like the one in Poltergeist. 
It’s pretty tall with two large branches that stretch out like arms. 
The smaller pieces would be at home in a graveyard and the 
tombstone could be improved a bit with a quick blackwash. 
There are six figures in the basic set and they are the same in 
every basic set. Chainsaw wears a suit and a masquerade mask 
to compliment the chainsaw and blood spatter that’s every- 
where. The paint job was well done on him. The Outpatient is a 
neat figure. He is in a straightjacket and has six tentacles 
sprouting out from his back. Parts of his lower legs were over- 
painted with the same color as his pants that could be easily 
cleaned up and a flesh wash wouldn’t hurt him. The Skeleton 
wears boots, a leather jacket and jeans. There’s a decal on the 
back of the jacket that is a nice added detail that I couldn’t paint 
freehand. He couldn’t be used as a fantasy skeleton but it’s a 
very decent paint job. The Bane Wolf is carrying the severed 
head of a deer and is wearing pants and a sleeveless camping 
jacket. The paint job is a bit plain but the bigger issue for me 
was his placement on the base as it somewhat obscures the stat 
window. The Blood Vamp is ok, but there is a flat portion on 
her leg that should be curved to match the contour of the limb. 
Her eyes are completely black and while this could have been 
intentional dotting in some eyeballs would make it look better 
and it was done for the Outpatient so it’s not unreasonable for 
pre-painted figures. Last up is the Lynch Ghost, which is a clear 
figure that wears a hood and noose. It’s a very cool figure that I 
like a whole lot and the only downside is that you can see 
through his feet to the glue spots on the base. On the whole, the 
paint jobs are really passable and being a miniatures enthusiast I 
can honestly say that I would not mind playing with them. Yes, 
there are plenty of details that you’d probably have painted if 
you were doing them from scratch yourself and there are a few 
places where one color crosses over to another (mainly in places 
like the shoulder straps on the Blood Vamp’s dress). In fact, 
I’ve already picked up lots of HorrorClix zombies for use in my 
Rezolution games. 


The Other Components 

The double sided map is well done and serves as a good playing 
surface. One side is a Haunted House and the other a Crumbling 
Mausoleum. It’s squared off specifically for HorrorClix move- 
ment so you're not likely to get double-duty out of it but it’s a 
good part of the game. Each character comes with a card that 
gives its point cost (which is also on the base of the figure) and 
any special rules that apply to the figure. They are printed on 
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glossy cardstock and are quite durable. You won’t want to use 
plastic sleeves for these unless they are clear on both side as 
many of the cards have information on both sides. Some give 
you a choice of profiles for the creature and some transform 
after certain triggers like slaying a victim. The victim tokens are 
on circular cardstock similar to pogs. They are a little thicker 
than the character cards and while I'd like to see victim minia- 
tures that would make the basic set cost-prohibitive, but if you 
look at them like boardgame components they are fine. There’s 
a handful of other cardstock tokens to represent portals and hin- 
dering and before I punched them out I was worried about them 
bending because the sheet of cardstock that they came on was a 
bit warped when I unpacked the box, but they ended up lying 
flat just fine. The last of the components is twelve Plot Twist 
cards. Their use is explained in the review of the rules, but they 
are on much heavier cardstock than any of the other parts and 
they are very nice and will hold up well even under lots of use, 
but I can’t see why they are on such thick card. These are the 
ones that you’d want to have in sleeves because they'll get the 
most use so making them thinner would make more sense to me. 
Anyway, they are fine. The rulebook is a small black and white 
book that comes in at 52 pages (including the covers) and is 
easy to read and understand. I thought that it would be nice to 
have it in color and on glossy paper but that would have raised 
the price of the set so I’m pretty content with the way it is. A 
definitely bonus is a good glossary at the end but there is no 
index. 


The Game 

In the vein of traditional miniature games each figure has a 
points cost and a set of stats. The stats for these figures is part 
of their base and changes as they take damage during the game. 
There are data cards but these are more for special powers and 
abilities rather than showing their actual attribute numbers. 
Movement and combat are both easily resolved. Movement is 
done on the map that you’re playing on and you can move (in 
any direction) a number of squares equal to your current move- 
ment stat. No arguing over fractions of inches or centimeters, 
you either have enough movement to get to a particular square 
or you don’t. The movement mechanic makes HorrorClix feel 
somewhat like a boardgame. Combat is resolved by rolling 246 
and adding your creature’s attack value. If you equal or beat 
your target’s defense then you hit and for each point of damage 
taken you rotate the target’s base one click, which results in 
their abilities degrading. A model is killed when his stats show 
all skulls. 


The game is played in a series of turns where you'll resolve a 
number of actions before it becomes your opponent’s turn. You 
get a number of action each turn equal to the total value of your 
army / 100, but you are limited on the number of actions that 
can be given to a particular model each turn so no single minia- 
ture runs all over the board while everyone else just sits around 
doing nothing. These turns are broken up into a series of phases 
that start off with resolving any lingering effects, moving a vic- 
tim (these were placed on the board during deployment and de- 
stroying or saving them are essential to winning the game), play- 
ing a plot twist (cards that can benefit you or hinder your ene- 
mies), move and fight with your monsters and then do some 
cleaning up activities somewhat like those that you began the 
turn with before passing control over to your opponent. There 
are some more rules for stuff like insanity and possession which 


add some more flavor to the game and fit right in with the 
theme. 


The Factions 

There are two things that you can consider when building your 
armies, theme and cabal. Ok, there’s more than just those two 
and one of the first to be aware of is that if you want to use fig- 
ures past what you get in the box set you'll be investing in 
boosters, which are a blind purchase meaning that you’ll know 
how many and what rarity of figures (rookie, veteran, experi- 
enced, or unique if you are lucky) but you'll not know which 
ones until you break open the package. Alternately, you could 
hit the secondary market and buy specific figures off the internet 
or from local game stores. Ok, so if you want a horde of zom- 
bies you can get them but it’s not like going down and buying a 
box of zombies labeled “Zombies”. Army building is a lot, well 
pretty much the same, as building a deck for a collectible card 
game. You can have any models you like in your army and 
mixing and matching powers and abilities is definitely part of 
the game. This can lead to a mish-mash of strangely aligned 
creatures or theme armies that you can look at and see a com- 
mon thread that the owner has in mind. There are six cabals, 
indicated by specific icons on their base, and members can bene- 
fit from being in the same army as a leader of that cabal. 


Final Thoughts 

Ok, so for $15 you can get enough stuff for two people to have a 
go at some horror-inspired combat. That’s not a bad deal if you 
look a the game as a boardgame, which I’m very ok to do and I 
could recommend the game as a quick and easy romp that could 
end up being a decent filler game. Beyond the basic set you 
have to either be ok with paying $8 for four more figures or not 
being ok with it. You also get another victim token and plot 
twist card in the boosters but you are buying them blind. Yeah, 
T'll play a little bit and will probably buy some more miniatures 
because they can do double duty in some other games I play but 
buying cases of them is probably not in my future. For me, like 
I hinted at earlier, I’m going to choose to treat HorrorClix as a 
boardgame that offers me some expandability if I want to drop a 
bit of money here and there. 


Review by Mark Theurer 


All Things Zombie 
Two Hour Wargames $19.99 


All Things Zombie (aka ATZ) is a 
50-page spiral bound book from Two 
Hours Wargames that was the Ori- 
gins Award winner for Best Minai- 
tures Game of the Year in 2005 (yes, 
I'm just getting around to reviewing it 
here in 2007) and is billed as being 
an entertaining game that's playable 
in two hours or less. 


ALL THINGS 
ZOMBIE 


The book starts off with a bit of fluff to set the scene (modern 
times zombie holocaust) that you're surely familiar with if your 
an aficionado of zombie movies, which is not too much of a 
stretch if you're also a gamer. A lengthy table of contents fol- 
lows that will allow you to easily track down just about any as- 
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pect of the game rules and then we get into the proper introduc- 
tion to the game and its mechanics. 


In addition to the regular text you'll find two callout windows 
throughout the book. First are ones that are titled, "The Least 
You Need to Know" where you find quick summaries of the 
section at hand. The others are called, "Ed Sez" which are bits 
of advice from the author, Ed Teixeira, who's trying to keep us 
all alive and kicking in a world gone mad with flesh-eating zom- 
bies running (or shambling if you're a purist) around. 


A design philosophy for ATZ, and all other Two Hour 
Wargames too, is being able to use any miniatures you like from 
any manufacturer. Unlike most miniatures rulesets, which are 
designed to sell figures from their own line of figures, Two 
Hour Wargames' games are designed for you to get the most out 
of the figures you have and they are not trying to sell you their 
figures because they don't make any. 


Ok, so in ATZ the world is circling around the toilet bowl, and 
that's on a good day, and your band of stalwart survivalists is 
first trying to get through the day and then later might tackle 
things like finding food and ammo, put together a defendable 
shelter, and then maybe even rebuild some kind of soci- 
ety. Each player in the game builds a band of survivors that 
start off with one "Star" and three "Grunts". You can add to 
your group by playing games and picking up more survivors. 


The game mechanics are easy to learn and use and you'll only be 
using d6's with ATZ. Table setup will be familiar to you if 
you've played any kind of miniature game in the past. "Stars" 
benefit from special rules that afford them extra survivability 
and if they live long enough you'll see their Reputation rise and 
you'll be talked about from sea to shining sea all across the zom- 
bie wasteland. There's also a nice list of special abilities to 
make each character stand out a bit from the others. No, you 
don't want to get saddled with being a Slow-Dumbass- 
Poser! When building (or expanding on) your band you really 
want to get weapons with a high Impact rating so you can knock 
zombies down, unless of course your able to destroy them, and 
put some distance between you and the flesh-eaters. You also 
want to be careful about how much noise your characters make, 
and that includes how many shots you take with guns, because 
that can attract more zombies and a casual walk through a ghost 
town that you thought had just a couple of zombies wandering 
around could turn into a mosh pit of undead chomping down on 
you. 


You can play one-off games to blow off a couple hours and 
scores of zombies but the game really revolves best around a 
campaign and a series of scenarios. In the campaign system 
you'll have the opportunity to go on raids, kill zombies, gather 
loot, kill zombies, recruit new members, kill zombies, blow stuff 
up, kill zombies, well you get the idea. After a set amount of 
time the campaign ends and the player who's band has accumu- 
lated the most points (given out for a variety of things) 
wins. The book includes a very nice description detailing the 
creation of a band of survivors and the first game that they are 
used in. The whole thing (band creation through playing of 
game) takes up about 4 pages of text and about 20 minutes of 
time according to the author. 


The book ends in a band record sheet and copies of all of the 
tables you'll need to use. The book's interior is black & white 
and some of the pictures could be sharper. The spiral binding is 
what you might get if you took a book to Kinko's to get 
bound. The book's appearance is not as flashy and professional 
as those that you might get from larger publishers and the $20 
price tag may seem a bit steep if you try to compare it to rule- 
books from the bigger guys, but I think that Two Hour 
Wargames is on to something good here with quick, playable 
games and I'd definitely say that it's worth dropping a yuppie 
food coupon to pick up. 


Review by Mark Theurer 


Cineplexity 
Out of the Box Games $24.99 


Cineplexity is a card-based 
game in the same vein as 
Apples to Apples, meaning 
it’s a party game rather 
than a grand __ strategic 
simulation.. In Cineplexity 
you have 500+ cards (more 
on them in a minute) and 
one player at a time that 
takes the role of the direc- 
tor. Each card comes from 
one of several categories (like Props, Scenes, Actors, Produc- 
tion, Settings, etc...) and contains some kind of movie element 
(like Beach or Island for a Setting, Dream or Fantasy for 
Scenese, or Coming-of-Age for a Theme). The director draws 
two cards and reads them to everyone else. So, if I was the di- 
rector and read draw the following cards, Setting - The Moon, 
Mars or Outer Space and Actors - Adam Sandler, Uma Thurman 
or Tim Allen, I would read, "A movie set on the moon, on mars 
or in outer space starring Adam Sandler, Uma Thurman or Tim 
Allen." It would then be up to the other players to guess a 
movie that satisfy both cards. The first player to call out an ac- 
ceptible title gets a point and takes the card that was first drawn 
by the director, the Setting card in this example. Then, the next 
player takes a new card and ads it to the one remaining on the 
table and another round begins. If nobody can come up with an 
acceptible movie title a third card is drawn and players can call 
out a title that satisfies any two of the three cards. In this case 
one card is awarded to the successful caller and one is discarded 
to get you back down to just one card on the table. You go 
around like this until someone has accumulated a set number of 
points, which is determined by the number of players in the 
game. Titles of television shows and mini-series are not allowed 
(so Firefly is no good but Serenity is ok) and sequels can gain 
points but not directly after the original (or previous or follow- 
ing) film. 


The rules come on a double-sided sheet and are very easy to 
learn. You can expect a game to last around half an hour and if 
you're a movie buff you'll probably like it a lot. It can be a bit 
chaotic if multiple people are all trying to yell out movie titles at 
the same time, but it's really more of a party game than a strat- 
egy board game. Even if you're not a fan of all sorts of different 
movies you'll probably do just fine even if you don't have an 
answer to each and every set of cards. The cards are printed on 


sturdy cardstock and should hold up well to lots and lots of 
use. I like Cineplexity more than Apples to Apples, mostly due 
to the game theme (movies) and the less subjective nature of the 
director's awarding of points. While several movies can all fit a 
set of cards and any of them could be awarded the point by the 
director you could have whichever answer the judge likes the 
best get awarded the point in Apples to Apples. I like it and it 
should go over well with my non-miniatures gaming group. 


Review by Mark Theurer 


é iends of the Eastern Front: The Blood 
. Red Army $7.99 

Written by David Bishop and Pub- 
lished by Black Library Publishing 


I took this novel with me on a recent busi- 
ness trip to read on the plane and found it 
to be a quick (252 pages), but entertaining 
read. The story revolves around a young 
commissar in Russia in 1941, during the 
siege of Leningrad, and his exploits fight- 
ing an undead army that is working with 
the Nazis. Pretty quickly into the story 
our hero, Zunetov, is plucked from his lofty position and tossed 
into service with a penal legion that are given the worst missions 
possible that are likely to end with their deaths. Without giving 
away the various plot points of the story I’ll just say that it’s a 
fairly straightforward action-adventure kind of affair with a few 
twists here and there, but not much that would cause you to 
scratch your head over. From the preview on the back cover 
you’ll read that there are at least zombies and a vampire for the 
penal legion to fight and there are other staples of an undead 
story in here too. The pacing is a bit scattered at times. It can 
jump around with whole days or even weeks being glossed over 
to get to the next encounter. It left me with a bit of a feeling of 
having missed something during the “in-between” times. The 
action sequences were entertaining and I could envision them 
easily. The book was a nice diversion from my flight and I'll be 
reading the others in the series when I get a chance. 


Review by Mark Theurer 


EastFront II 
Publisher: Columbia Games 
$99.95 


EuroFront 


‘War in Europe 1936-41 


If you read the review of WestFront II 
in the last issue of FR then you al- 
ready have a good idea of how this 
one will go. I won’t go through a re- 
hashing of the game mechanics here 
= (so check out FR27 if you missed it) 
but will try to concentrate on what’s 
different in this game. EastFront II is 
the new edition of EastFront by Columbia Games. This is a 
“block” wargame which means that you'll be using nice wooden 
blocks to represent your units. The type and current strength of 
your blocks are hidden from your opponent until you get into a 
fight so there’s definitely a nostalgic feeling of playing Stratego 
(if you did) when you were a kid. Here we are pitting the Ger- 
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mans against the Russians in WWII (1941-1945) with the for- 
mer getting black blocks and the latter being in red. EastFront II 
does NOT require that you own WestFront II to play. It is a 
stand-alone game. Like the maps in WestFront II these are gor- 
geous! They are printed on cardstock and fold out nicely. Lay- 
ing a piece of plexiglass over them is by no mean necessary but 
it will help to save them from an errant cup of coffee or soda 
and will also reduce any scuff marks that might develop from 
sliding wooden blocks across them. The maps from both games 
meet up nicely and you could put them together for a massive 
board if you like. 


There are nine scenarios in the rulebook that will keep you busy 
for man, many hours. This addition to the line is also a bit 
pricey, at almost $100 but can be found significantly cheaper at 
online retailers, but I’m sure that a lot of the cost is due to the 
quality wooden blocks and the wonderful maps. I’m sure that 
Columbia Games also pays a premium on their end because they 
probably can’t churn out ten thousand of these all at once. It’s a 
good game that nicely recreates the fog of war. It’s also a 
lengthy one with each scenario sometimes taking several hours. 
The main difference between East and West Front is the theatres 
of war where you’ll be playing and the forces that are used. If 
you want a game that you’re quickly into, quickly played and 
then quickly moving on to something else then I'd have to say 
this is probably not the game for you. It does require a large-ish 
place to play and a fairly significant commitment of time to fin- 
ish a game unless you want to leave it set up and come back to it 
later. I have kids and cats so that’s not a likely solution for me. 
Planning a game ahead of time and sitting down with the intent 
of finishing seems the best plan of action. If you’re a fan of 
games like Axis & Allies and want some additional rules like 
weather and fog of war, and are not afraid of longer games, then 
check out either of the FrontII games. 


Review by Mark Theurer 


I had played a few games of WWII 
micro armor about twenty years ago 
(not sure if they were the GHQ rules 
or not but the guy that was running 
the game just referred to what we 
were playing as micro armor) and 
had wanted to give it a whirl 
again. Getting to review a copy of 
GHQ’s Micro Armor WWII rules 
gave me that opportunity. This per- 
fect-bound full color 132-page book 
retails for just under thirty dollars and purports to represent eve- 
ryone’s forces that fought in the war in Europe. All of the text 
in the book is large (not too large though) and very readable. It 
could easily have been a smaller font size and still been in line 
with other rulebooks but I don’t mind its size at all as it makes 
the rules easy on the eyes. A comprehensive Table of Contents 
precedes the first page of rules, which span just 15 pages of text, 
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pictures and ex- 
amples. 


The game is 
played with 1/285 
scale models (also 
available from GHQ) | 
and lots and lots of 
models can be pur- 
chased rather inex- 
pensively if you look at them in comparison to individual troop- 
ers, monsters and tanks in 28mm games. Five Tiger tanks run 
less than nine dollars at this scale. They also, generally, paint up 
much more easily and ore quickly as there’s not nearly as much 
detail painting involved. Individual vehicles and groups of in- 
fantry are based on 1” square bases. The pictures in the book 
depict them on bases that are flocked to match the terrain on the 
board but I’m thinking of putting mine on clear, thin plexiglass 
and leaving the bases unflocked (and unpainted) so the terrain 
underneath them shows through. That way, my tanks that could 
have been flocked green to match a field won’t look out of place 
on a board that’s covered with snow. In addition to the models 
you'll need some small, different colored beads (much smaller 
than the glass beads we use regularly in our battle reports) to 
indicate models that are in different status. The rules themselves 
use only three types of dice (d20, d8 and 2d6) and they are out- 
lined in clearly identified sections with multiple explanations 
and graphics littered throughout the section t make them as clear 
as possible. Besides shooting the heck out of the other guy, 
which is obviously important, the cohesion rules are the thing 
that you’ll be paying the most attention to. This is where you'll 
find out if your troops act in the manner that you wish. This will 
be a d20 roll, with various modifiers of course, and rolling equal 
to or less than your force’s Cohesion is what you want. This is 
determined by the scenario you’re playing but they range from 9 
to 18. Obviously, the higher your cohesion rating the better 
your chances for getting your guys to do what you want. 


The turn sequence is easy to follow and there are opportunities 
for covering fire, opportunity fire, artillery, regular shooting and 
aircraft bombardments. There is an excellent example of play 
included in the rulebook that walks you through all of the phases 
of a turn of the game as if it was being played. A great aid to 
first time players! Each turn goes back and forth through sev- 
eral phases of alternating actions or declaration. Once you de- 
termine initiative each player will declare which of their units 
will be moving. Then it’s on to Artillery Fire and Standard Fire. 
Line of sight is pretty much as you’d expect with a miniatures 
game, but your units will need to detect the enemy instead of the 
player just being able to see and shoot at whatever he likes. 
Once you acquire a target you'll resolve the combat with a 2d6 
roll and a check of a chart. This will tell you if the unit is 
missed or hit and if it’s hit if it’s suppressed, disorganized or 
eliminated. You want to roll low here. After standard shooting 
is done you'll move on to plotting artillery fire and then move- 
ment. Any units that you declared were moving now have a 
chance to do so, but you're not guaranteed to be able to move 
everything you want each and every turn. This is where cohe- 
sion, and your command units, come to mean a whole lot. Get- 
ting caught out in the open when you'd rather be moving into 
cover just plain sucks but it could certainly happen. When it 
comes down, based on a successful cohesion roll, artillery fire 


takes a bit longer 
to resolve than 
direct shooting, 
but it’s really not 
tough once you 
get the hang of it. 


After the rules 
section, and tak- 
ing up about ten 
pages, you'll find a set of notes from the designer. I found these 
very interesting to read and generally like stuff like this because 
it gives some insight into the mind of the guy that put together 
the rules and get a sense for what they were trying to do. Maybe 
it’s just an added bit of geekiness in my personality but I wish 
more games included sections like this. Then you get about 18 
pages of weapon and unit data for of the forces involved in the 
European theatre of WWII and then you get into the longest 
section of the book which is the organizational and equipment 
charts for these forces. They vary by nation and time period but 
are all easy to read and understand. They list the number and 
type of each squadron, platoon or battery that was used in the 
particular time period so you can easily put together the units to 
use in a given scenario. After the rules section there is a page of 
counters that’s intended to be copied. Definitely do this on a 
color copier and on as heavy of cardstock that you can find. 
Towards the end of the book you get another sheet of counters 
that you'll either want to print out on cardstock or model on 1” 
square bases as they represent things like barbed wire, smoke, 
minefields, etc... all of which are pretty easy to make models of, 
especially at this small scale. 


Eight scenarios round out the book (except for a few pages of 
charts and tables at the very end) and these are really well laid 
out. Each one includes a short introduction and historical note 
and then we get into the guts of each one, starting with any spe- 
cial deployment rules and turn length of the game. An excellent 
addition to each scenario is a small suggested map that can be 
built using GHQ’s “Terrain Maker” sets of pre-cut Styrofoam 
hexes. These are 4” across hexes that you can texture and paint 
and then easily store them when not in use. Since they are hexes 
you can rearrange them into pretty much whatever configuration 
that you like. Definitely worth a look, if you haven’t seen them 
already, for any terrain-building enthusiast. If you’re not going 
to use their hex terrain system you are given the approximate 
size of the battlefield so you can flesh it out yourself using what- 
ever else you may have on hand to play with. You’re told any 
victory conditions up front and then each army list is shown 
along with the stats for each unit in the scenario. The scenarios 
range in game time from 10 to 20 turns and involve a wide as- 
sortment of units. I’m definitely ready to collect and paint up 
two opposing forces for some WWII action. The rules are easy 
to learn and lead to a fun game that allows you to play WWII 
scenarios in just a couple of hours. Reading the rules really 
made me look back nostalgically at that convention many years 
ago where I got to sit down between games of Warhammer Fan- 
tasy Battles and 40K to play with some “old guys” that were 
pushing around tiny little tanks. Yeah, I’m one of those “old 
guys” now and want to push around some tiny little tanks my- 
self. 


Review by Mark Theurer 


Missing Persons $15.00 
Published by WorldWorksGames 
Written by Bob Cooper 

This is a fantasy d20 module set in 
the cit of Kiermont which has been 
having problems with people disap- 
pearing. The writer for this is Bob 
Cooper, and it is illustrated by Al- 
berto Silva. The download sells for 
$15.00. The adventure is set up for 
four fifth level characters to locate 
and solve the problem before war 
breaks out. This module is actually 
the second in a series called the Dark Spiral Quintet that will 
eventually have a total of five. The module is 63 pages long and 
comes complete with eight pre-generated characters for the 
players to choose from (or course they could just roll up their 
own as well), The adventure is detailed out pretty well and is in 
three parts as the Characters first investigate to see what they 
can find out and then progress into the sewers for the second 
part of the adventure and then finally ending up under the Cathe- 
dral for the final part. Since I’m already probably giving too 
much away, just let me say that there are a couple dozen mon- 
sters in the appendix which means that if your think the adven- 
ture sounds short an easy, you might be counting your chickens 
before they hatch. The thing about this module that sets it apart 
from other d20 modules is the fact this also comes with dozens 
of pages full of Gothic Realms card stock models that are not 
available with the other Gothic Realms sets. So not only are you 
getting a d20 module, but you are getting the models needed to 
build the terrain for it. What a great concept, I have to tip my 
hat to the fine folks at WorldWorks, good product and good 
concept. 


Review by Clay Richmond 


Hammer of the Scots $49.99 
Published by Columbia Games 
This games is one is a series of 
games from Columbia Games that 
puts Wargaming on an affordable 
level. Plus, this series adds an as- 
pect that is normally missing in 
‘| miniature wargaming and that is the 
“Fog of War”. The games design- 
ers are Jerry Taylor and Tom Dal- 
gliesh and the game is set at the end 
-of the thirteenth century and the 
first portion of the fourteenth cen- 
tury in Scotland and the Northern border of England. The game 
has the option of playing the “Braveheart” Scenario which cov- 
ers the years 1297-1305 during the days of William Wallace (as 
in the movie Braveheart). The second scenario is called “The 
Bruce” which is where Robert Bruce takes up the torch after 
Wallace is executed. This covers the years 1306-1314. There is 
also the option of playing a campaign game that combines the 
two scenarios and lets you play until one side or the other wins 
decisively. The object of the game is not taking land as anyone 
familiar with history will know that doing so would have been 
somewhat unrealistic for the Scots. Instead, the object is to con- 
trol the most Scottish nobles at the end of the game (or all of 
them in the knock down drag out version). There are fourteen 
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nobles in all, but one of them will never switch sides, not the 
English player is simple force to slay that particular individual. 
The rules are fairly simple and span only eight pages and about 
a third of this space is taken up by the sidebars which include 
things that are already discussed in the rules but simply attempt- 
ing to add clarification (such as examples, definitions, illustra- 
tions and such). The sidebars also add something that I person- 
ally really enjoy, and that is some of the historical background, 
such as the fact that Edward I wanted himself to be called the 
Hammer of the Scots on his tombstone since he considered him- 
self the one to have hammered the Scots into submission. The 
note goes on to say that instead of hammering them into submis- 
sion he ended up forging a proud nation, a piece of irony cap- 
tured by the title of the game no doubt. The game comes with 
28 pieces per side, thought 29 blocks are supplied (I love com- 
panies that do that). The fact that reduces the number of pieces 
available to each side is that that fourteen nobles I spoke of are 
in both forces (except for that one) so almost exactly half of the 
pieces are the nobles themselves, and half of those are never in 
play (a person can only be loyal to one side at a time after all). 
There is a sheet of stickers that come with the game that need to 
be applied to the blocks the first time you play, but that is the 
only assembly required. Also included are four six sided dice, 
twenty five playing cards, and of course the playing board. The 
game in played in Years, with anywhere from one to five turns 
taking place in a year. The reason the number of turns in a year 
is variable is due to the playing cards, as certain card combina- 
tions will cause the year to end. If those combinations never 
occur, then five is the max number of turns that can occur. Each 
turn has a phase where the players select a card and play it 
(simultaneously), then a move phase and a battle phase. At year 
end there is a special turn where both sides go somewhere to 
spend the winter. Essentially, all the nobles go to their home 
territories, and call up the levies during the winter. Since this 
part of the turn appears to have the possibility of severe conse- 
quences (nobles switch sides at this point if their home is in en- 
emy hands among other things), again it is hard to visualize 
what the board will look like at the start of each year. I think it 
is easy to say that the start of each near year the board will look 
significantly different than at the end of the previous year, but 
what this means strategically is a bit harder to say, but I’ll bet 
the first turn of the year can be lively. How much can actually 
be done in a turn is also a bit deceptive as you are not allowed to 
move all pieces during a turn. Instead, it is the playing cards 
that you use that will determine how many groups (and hence 
the max number of battles) that can occur. I imagine that this 
keeps the game from getting unwieldy since getting a huge mass 
of troops into a single battle is probably not easy to do (and even 
harder to maintain). The mechanics of the battles themselves 
also keeps the game from getting unwieldy as a battle can go on 
for only three rounds, and each surviving model may make one 
attack each round (if it is still alive at the time it’s turn to attack 
comes up that is). All attacks are done by simply rolling a d6 
with the target number being listed on the piece itself. Its that 
simple. Since pieces can only be brought back into the game 
during the winter, I’m thinking that certain battle weary parts of 
the board could be looking a bit thin after five turns of fighting. 
To me the game looks like it would be a fun game to play. The 
mechanics preserve the tactics and strategic strategies of minia- 
ture wargaming, but adds the concept of the Fog of War and a 
measure of unpredictability with the playing cards. Just like I 
imagine the Scottish wars during this time period played out, 
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you can never be too sure about who was guarding your back. 
For the cover price, this game is sure to give you your moneys 
worth in enjoyment. 


Review by Clay Richmond 


Sculptors Do It With Small Tools-Full Kit $34.99 

Produced by Prophet Miniatures 

This has got to be one of the more valuable collections of tools 
and information that I have got into my greedy little hands in a 
long time. This kit comes with enough tools and material to get 
you started into the sculpting world. The web site says that 
there is enough material to sculpt up to six 28mm figures, and 
I’m guessing that when you are done with that, you will have 
had enough of a taste to know if you want more or not. What 
you get with this kit is four double ended stainless steel sculpt- 
ing tools (yes, they may look like dental tools to the uninitiated), 
a Clay shaper (looks like a paint brush except it has a rubber tip 
rather the a hair brush) a 1/4 tube of kneadatite blue/yellow (9 
inch tape equivalent), a couple tapered sculpting corks, copper 
wire and steel wire, a couple metal blanks (sculpting armatures 
for those of us not in the “know”), and the most valuable part of 
the whole kit... the twenty-four instruction book. If you have 
even been a want-a-be sculptor, or wanted to try your hand at 
creating a model of your own, and didn’t know where to start, 
you will be extremely happy with this little kit. The instruction 
book is an easy to read book that is written for non-sculptors, 
which is good since I’m betting sculptors already know a lot if 
not all of what is presented here. The book first walks you 
through the general concepts, tool use and the properties of the 
putty so affectionately known as “Green Stuff’. That is gets 
down into the nitty gritty detail giving you step by step instruc- 
tion with illustrations and examples. One of the things I first 
thought when seeing the kit and the advertisement was “how am 
I supposed to get up to six miniatures out of this if there are only 
two armatures?” Well, low and behold the answer is on page ten 
where it shows you how to make your own armatures. Now I’m 
not saying that just anyone one can pick this kit up and become 
an expert sculptor. I mean some of the steps take a whole lot of 
skill and practice to do it even marginally well, but if you have 
ever wanted to give it a shot, this is your chance. I can easily 
see myself getting hooked on playing around with this, but I also 
think that I know myself well enough to know that my creations 
will be of the sort that will only be appreciated by their creator. 
But for the relatively low cost of this kit, the number of hours of 
fun trying will make this one of the cheaper form of entertain- 
ment you will ever find. 


Review by Clay Richmond 


TERRAIN 


WOeRKSH OP 


Have you ever started unpacking you brand new stereo or televi- 
sion (or anything else packed to survive being stored in a ware- 
house for that matter) and seen some of the stuff they use to 
pack those with? For years as I have unpacked things 
(electronic items are normally the best) I have held up odd 
pieces of shaped cardboard or Styrofoam and told my wife 
things like “Wow, just think what I could make with that!” or 
“This would look really cool as a thing-a-ma-jiggy or What-cha- 
ma-callit”. If fact, I have said those things often enough that 
even my wife has gotten into the spirit and she too will now pull 
up weird shaped packing material and point out the potential 
masterpieces she sees hidden within. Unfortunately, like seeing 
shapes in clouds, these grandiose plans have rarely ever seen 
fruition, though I do have a growing heap of saved, well uh, for 
lack of a better description packing trash. Well last Christmas 
we were unpacking Santa’s gifts to the kids when it happened 
once more. But this time, I decided to do something about it. 


I no longer remember what exactly this piece of “packing trash” 
came with, but I do remember the thought that came to mind 
when I pulled it out. “Wow, this would make a cool mold for a 
building!”. It is that thought that I want to explore to find out 
just how true it might be. So that is my starting point, a shaped 
pieces of cardboard that came as packing material with some 


Couric one of 
a Heart Wit 


forgotten (but probably expensive) Christmas gift. 


Since my plan was to use it as a mold, the first concern I had 
was that the Plaster of Paris would adhere to the cardboard sided 
and make it one heck of a mess to get out of the mold. My plan 
therefore was to somehow wax the interior. I thought of few 
ways to do this, and decided to take the lazy way out and simply 
use a spray furniture polish. I’ve used furniture polish for this 
sort of thing before with some success, but never with some as 
porous as this packing material. After looking at the final re- 
sults, I don’t recommend doing this and would strongly suggest 
you come up with a better way to coat the inside of this guy. 
But we will go into more on that fiasco later. 


The next step was of course to fill it with Plaster of Paris. If you 
have ever built thing with Plaster of Paris, you know that a lot of 
it can tend to be heavy. So for this project I decided to help with 
that issue by breaking up a few small pieces of Styrofoam (that 
also came as packing material) to take up some of the space 
within the mold. This not only reduced the overall weight, but it 
also allowed me to use less Plaster of Paris (and that was good 
since this thing ended up taking a lot more than I thought it 
would. 


Putting in the Styrofoam was a bit tricky but not too bad. The 
idea it to try and make sure that the Styrofoam is completely 
suspended in the Plaster of Paris an not touching the sides of the 
cardboard as that would put blemishes on the outer shell of the 
final product. To do this, first I poured a layer of Plaster of 
Paris in the “mold” making sure that I poured it down all the 
sides putting a thin layer on all the interior wall of the mold. 
The next step was to place the Styrofoam into the Plaster of 
Paris trying to keep the pieces towards the center but allowing 
gaps between the pieces. Make sure the pieces you stick in do 
no extend above the top of the mold, and don’t think that you 
can just push down on it to make it fit as that might push the 
Styrofoam up against the bottom of the mold without you know- 
‘ ing it. After that, I then mixed up another batch of Plaster of 
Paris and filled the mold the rest of the way up making sure that 
I filled in all the voids. 
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HarnWorld is the ideal 
setting for your fantasy 
roleplaying campaign. 
HarnWorld contains a 
beautiful map of the 
Harnic Isles, and maps on 


ar. S98) HarnMaster is a roleplaying 
game that emphasizes 

1 character background and 
combat realism. Includes 
Character Generation, 
Skills, Combat, Psionics, 
Campaigns, Encounters, languages, trade routes, 
Treasure, and a Harnic ocean currents, prevailing 
Bestiary. The rules are winds, tectonics, and even 
modular and looseleaf, ee, Star charts. Cultures; 
with dozens of options to PERS. 7 § economics, history, 
customize your game. SHORT politics, and religions are 
Ao | all detailed. 
HarnWorld is supported 
by an extensive series of 
kingdoms, cities, castles, 
manors, abbeys, and more. 


HarnMaster is supported 
by many expansions 

| including Magic, Religion, 
=| Manors, Pilots, and 

8 Barbarians. 


COLUMBIA GAMES INC. 
POB 3457, Blaine 
WA 98231, USA 


www.columbiagames.com 


After letting is sit for a few minutes, when the plaster had firmed 
up but was not yet set, I used a long metal ruler to scrap off the 
top of the mold (which will be the bottom of the finished piece) 
taking off any excess plaster that will make the piece sit awk- 
wardly. I was worried that the Styrofoam might float up, but 
was happy to see that it behaved just fine. I think that the time it 
took me to mix up the second batch of plaster was enough time 
for the first layer to harden enough to grip the Styrofoam and 
hold it in place. In any case, I was more than happy that this 
didn’t turn into a messy wrestling match (I had prepared wax 


that, all you have to do is decorate it. As I said before, I have 
quite the collection of trash and junk to choose from. I used 
things like the insides of a ball point pen, plastic drink cap, GI 
Joe parts, left over model parts, a CO2 canister, brass shell cas- 
ing, parts from an old game, you name it. I also did some basic 
painting and then finished it off with some decals (mostly from 
Hasslefree Miniatures, they have the perfect collection for this 
sort of thing). After that, it is ready for the battlefield. 


Written and built by Clay Richmond 


paper and wooden weights to put on top if I was 
forced into that sort of situation). 


Anyway, now I let it set completely and didn’t mess 
with it for a half hour or so. I wanted to get it out of | 
the mold before I let it dry too thoroughly because 
I’m think my chance were higher of the mold coming 
away in one piece were higher. Well, whatever my 
chances were, the trick didn’t work and this is where 
I learned that spraying furniture polish inside the 
mold was a bust, and I had to tear the mold away 
piece by piece, and a few choice words somehow 
found their way into my mind. After the painstaking 
process of cardboard removal, a process that also 
include some scraping and cutting, and sanding etc, I 
had the basic structure of what I wanted as my base. 
From here it went fast. I first sprayed the entire 
structure with a fleck paint that created a sandstone 
like finish. This also has the added advantage of cov- 
ering up imperfections in the plaster since this is a 
very thick coating as far as normal paint goes. After 


Introducing VIKTORY II®, the Fast-Paced 
Strategy Game that Allows You to "Conquer the 
World" in 1-4 Hours, With Simple Rules, 660 
Detailed Miniatures, 180 Modular Map Hexes, 
and Aggressive Gameplay... 


+ Light wargame with clear, easy rules that can be explained to 
a beginner in minutes, but still provide challenging gameplay. 

* 660 detailed miniatures of Napoleonic-era infantry, cavalry, 
artillery and frigate units. Each unit has its own special abilities 
and unique characteristics. 

+ Wage war on a scalable, customizable modular map system 
that includes 180 mountain, forest, plains, grassland, and water 
hexes so that no two game maps are ever the same, and larger or 
smaller maps can be played for either longer or shorter games. 

+ It’s every player for himself with NO set "teams", meaning 
that your political skill at negotiating alliances and ceasefires is 


as important as your tactical savvy in planning assaults. 
* The objective for every player is to crush and utterly defeat 
every opponent. Aggressive rules penalize turtling and inaction 


For those who are not aware of it yet, 
"White Metal’ is the name of the pro- 
ject Kev and I have set up to showcase 
work of other sculptors through the 
HF website. Further details can be 
found on our website 
(www.hasslefreeminiatures.co.uk) in, 
funnily enough, the section entitled 


In a nutshell it is something we have 
been working towards for a long time 
now and its main aim is to bring to 
public attention amateur sculptors who 
currently either sculpt for a hobby or 
competitions and are looking to get 
their work into production or profes- 
sionals who work for large manufac- 
turers but feel constrained by their 
current design workload. We feel that 
there is untapped market out there of 
talent who just need an opportunity to 
show what they can do. We know 
how hard it is to get recognition in this 
industry and with profit levels so low 
not a lot of manufacturers can afford 
to take risks on sculpts that do not 
belong to specific games systems or 
are of genres that may not be immedi- 
ately commercially viable. In an in- 
dustry always asking for new creative 
talents to come forward we feel it is 
important to create this opportunity. 


For those sceptics out there who think 
it is about us making a profit, then 
think again! We have been setting 
aside a percentage of profits for the 
last year for this project and are solely 
funding it ourselves. Long term we 
hope to be able to offer a 'commission' 
package to the sculptors but at the 
moment are buying the greens outright 
and shouldering all costs. We even 
turn over all profits (if any) back into 
buying more greens for the project and 
with a new baby due in the next few 
months it is certainly an additional 
workload we can do without! 


Since we announced the start-up of 
this project a few months ago we have 
received a large amount of interest and 
the first few batches are already being 


released with more in the production 
stages. We initially looked through 
some sculpting competition entries 
from the last year and collected some 
‘Asylum! figures by Michael Brand 
and (my personal favourite) a Goblin 
Queen diorama by John Pickford. 


Michael’s figures are already released 
with Johns ‘en-route’. John has also 
made us a cute little gobbo astride a 
demon head which we hope to get 
‘mastered’ soon. 


Recent submissions have included a 
set of three 'Mawe' by Matt Lord. 
This great little beastie comes in three 
poses ...roaring' (just about to bite 
your head off), ‘leaping’ (doesn't mat- 
ter how fast you will run he will get 
you) and 'ready to pounce’. 

From Ben Siens we have a set of three 
Gnolls ...two male plus a female 
cleric. I don't have these in my grubby 
little grasp yet so cant give exact 
measurements but have been reliably 
informed they fit 28mm scale. 


Whats next? Watch this space!! 
Thanks for reading 


Sally :) 


GOBLIN QUEEN 
DIORAMA BY 
JOHN PICKFORD 
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